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Rezolution Cardstock Terrain endless supply of color in and a nice color laser printer 

then have at it! If, on the other hand, like the rest of us 

For this issue’s Terrain Workshop I decided to take a you have to pay for your own ink and your printer did- 
look at all of the terrain pieces that come on the CD n’t cost as much as all of the other bits in your com- 
that’s included with the starter packs of Aberrant puter system you’ll want to take a second to think about 
Games’ skirmish sci-fi game, Rezolution. a few things. Do I use up all of my ink? How much 
will this end up costing when I factor that into the 

On each CD you get several full-color terrain pieces, equation. How will the resulting prints look coming 
made by the talented folks at World Works Terrain, from my home printer? I started off printing sheets off 
with which to quickly enhance your Rezolution battle- on my home printer, but I quickly switched to using 
field, but there are some preliminary considerations Kinko’s online printing service to shoot the pdf's over 


before you get to work cutting and pasting like when there and have them do the printing for me. Why? 
you were back in elementary school. Well, the cardstock that they are printing on not quite 


as dull as the regular (110 LB) stuff that I picked up at 
the local mega-store. It has a tiny bit of glossy finish to 
it. Of course, what your Kinko’s, or other printer car- 
ries/uses, might vary but I’ve been happy with theirs. 
Shooting it off to Kinko’s costs me $1.34 per sheet. 
That might sound kind of high since it’s just a bit of 
paper and ink but the upside is that it’s their headache 
if it doesn’t come out right. I just tell them to print it 
right. If they run out of ink I don’t have to run out and 


Printing 

Well, it seems an easy enough task to just buy some 
cardstock and print away, but there is a bit more to it 
than that. First, there are some sheets (as you'll see 
later) that have more white space than you might want. 
Do you edit these first to cram more on the page or just 
leave them like you found them? Also to consider is 
where you'll do the printing. If you have access to an 
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NEWS 


Here we are again! Doesn't time fly? 
As usual all is busy here at HF central with Kev sculpting as fast as my cracking whip will allow! 
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The first major thing to let you all know about is that we we will be moving premises in a few months time. We have drastically outgrown, 
our current premises ( the shed at the bottom of the garden!) & need to take the next step which will be an industrial unit & probably our own 
caster as we are spending a scandalous amount on contract casting. We have taken the decision to relocate about 200 miles north to 
an area of the UK that houses a well-known large manufacturer. We feel this will open up a wealth of skills from which to employ a caster 
plus a full-time production manager to take some of the pressure from me. How will this affect you all?? Hopefully it shouldn't at all, 
we have taken steps to ensure the transition is smooth and you probably wont even be aware until after the event has passed! 


Upon us now is the release of the Tom Meier pirate. There will be limited run of 200 resin castings & an unlimited release to join the ‘Pirate’ range. 
| got the master resins back earlier this week and they are gorgeous.....the caster has done a wonderful job & none of the excellent detailing has been lost. 


Next months releases include a new harem girl plus for those awaiting some more ‘youth’ figures, check out the two ‘Billie’ figures which will 
accompany 'Signee' in fighting all those dastardly alien-type creatures. Also is a new version of ‘Kalee" plus a gribbly goblin to join the ranks. 
Check out the larger ads for pretty pics of the greens. For those following Kevs releases for Privateer Press | can let you know that he 
has just accepted 8 new commissions (although i am not saying what they are for!) 


Well all that remains is to thank you all for your support that you give us both financially and by visiting our Forum. Most people 
think forums are just to see what the manufacturers are producing but for us it is so you guys can tell us what kinds of sculpts need 
to be released for your current games systems & also help us shape WIP's and releases. 

THANKS LOTS and see you in 3 months time! 


www.hasslefreeminiatures.co.uk 


get more. If there’s a paper jam I don’t have to throw 
my printer out the window. If the wife needs to use the 
computer/printer that’s fine because my terrain is print- 
ing at Kinko’s. They send me an e-mail when it’s done 
and I just go pick it up. The quality of their printing is 
definitely noticeable too. I figure that most people 
have a color printer (mine is one of those copy/scan/ 
printer thingies) but it’s probably not as high of quality 
as a commercial color printer so to me the cost is out- 
weighed by the benefits of having the sheets printed for 
me. 


Editing 

Ok, so do you leave the pretty pictures as World Works 
intended or mess with them? Well, I assume that 
unless you're editing and re-selling them there’s no 
legal issues I say do whatever you like. Personally, if 
I’ve decided (and I have) to pay Kinko’s to print off my 
sheets I’m going to cram them as full as possible to 
maximize the amount of terrain I end up getting out of 
a given number of pages. There’s not as many editing 
and adjusting layout opportunities available with the 
base set you get on the Rezolution CD but when you 
combine that with other stuff that’s available for free 
on the Internet or for purchase you can easily end up 
with oodles of stuff to print out and the more you can 
get out of one sheet, the better. I use Photoshop just 
because we have it (my wife’s former career was in 
Graphic Design and it’s just something that she needed) 
but you can find other graphic editing programs all 
over the place. The Gimp is a free one that is definitely 
usable and a quick Google search will point it out for 
you. If you’re going to edit the files you’ll need some 
kind of program, but use what works for you and that 
you like. 


Cutting 

The World Works’ Terrain’ website 
(www.worldworksgames.com) has some great video 
tutorials and they recommend tossing your scissors and 
using just a hobby blade. I still make lots of use of my 
scissors and haven’t noticed any ill effects so I can’t 
say the same right now. You will definitely need a 
hobby blade and make sure that you have lots of extra 
blades and a good cutting surface. I’ve not popped for 
one of those fancy green self-healing mats yet, but it’s 
probably something I’ll pick up soon. Steel ruler, steel 
tuler, steel ruler....just get one! Cutting out the parts 
takes the most time of anything and I tend to do it while 
something else is going on in the background. I’Il lis- 
ten to music or half pay attention to a baseball game or 
something while I’m cutting. I haven’t cut anything off 
yet, but just make sure you’re careful and if you can’t 
pay attention to more than one thing at a time then you 
might want to lock yourself in a room to do your cut- 
ting. 


Gluing 

Ok, first some things to stay away from. White glue is 
ano-no. It’s got way too high a moisture content and it 
will cause your models to warp. I’ve even had bad re- 
sults from the “tacky” craft glue that you get from 
mainstream hobby stores. Still too much water content. 
The World Works tutorial (these are very cool and 
helpful so you really should check them out) shows a 
glue pen being used and it releases a liquid glue that 
doesn’t look like it warps much, if at all. I can’t say 
that I’ve used it because I have not but I have two oth- 
ers that I use that work for me. The first is a glue stick 
that is sort of like a lipstick container that’s filled with 
a tacky solid glue that you rub on. It’s worked great for 
me and I have not had any warping issues. I may not 
be able to get as precise of a line or bead of glue as 
with a glue pen, but it’s working great for me so far. 
With the glue stick I glue the entire area that’s being 
glued, not jus the perimeter and some zig-zags in the 
middle. I do this to get as secure of a bond as possible 
and to keep walls from splitting when sections have to 
be cut out. Maybe I glue more than needed, but it’s 
working out well for me. I’ve also had some success 
with super-glue. Yup, the stuff that you glue you’re 
figures together with. I started using it way back when 
I build my first Necromunda terrain pieces and the 
more I use my glue stick the less I use the super-glue. 
I’ve found that type of card you print on has a lot to do 
with how well the super-glue works. On standard card- 
stock it tends to just seep right through and glue you to 
the paper model. On the stuff I have printed at Kinko’s 
it works really well and I think that has something to do 
with the slightly glossy nature of their cardstock. The 
super-glue is also less forgiving (basically not forgiving 
at all) if you need to make adjustments, but it does sig- 
nificantly speed up the bonding process and you can 
move through assembly more quickly assuming you’re 
not having to un-glue yourself from a model or scrap 
one that you’ve made a mistake with. I think that a real 
burnishing tool is also in my future (like a real cutting 
mat) but until that day comes I’ve used my hands, roll- 
ing a coffee cup and put models under oodles of heavy 
books. 


Black Lining 

Yes, get a couple of good black felt tip pens. No, don’t 
try to do black lining before the glue is dry. I’ve not 
invested in a set of multiple colors and that’s because 
the black is working fine for me right now. I can hon- 
estly say that black lining your cardstock models is ab- 
solutely a must and it helps the final appearance so 
much. Just do it! 


Ok, I think that covers the stuff that’s not specific to the 
terrain files on the CD so let’s move on to those. 
You'll notice that I’ve added a small picture of the ac- 


tual pages themselves, but I’ve drawn a big red slash 
through them to discourage people from blowing them 
up and printing them off. Also, blowing up the size of 
the graphic without being able to adjust the resolution 
properly will result in a poor looking model and you 
don’t want that. Until/unless Aberrant Games decides 
to make the terrain files available for download you'll 
need to get the files off the CD that comes in a starter 
set. Their product...their rules! 


Barrels 


Trying to make a 
square look 
round is going to 
be tricky, but 
let’s see how 
these turn out. I 
thought to myself 
that there was 
more white space 
than I’d have 
liked on this 
sheet and I think 
that had the top, 
square, piece 
been separate 
from the sides 
and maybe a bit 
smaller they 
could have fit three on the sheet instead of just two. 
The illusion of round barrels is achieved by having the 
edges of each barrel fade into black. Yes, it still looks 
like a square block from the sides, but from above you 
do get a look at all sixteen round tops so that helps a 
bit. I guess the alternative would have been to make 
sixteen small round paper barrels and there’s no way I 
want to put them together. Probably my least favorite 
of the set, but it’s still quick and easy painted (printed) 
terrain on the game table. 


Buildings 

Five sheets make 
up the stock for 
two buildings 
and two of the 
sheets, the floors, 
are the same. 
Both _ buildings 
are in ruins and 
show signs of 
combat and fire 
damage. The 
first step for each 
of these was to 
cut out the wall 
sections, score 
down the center, 
glue them and set 
under something 
heavy to dry. 
While that’s go- 
ing on do the 
same with the 
floors. While 
these four pieces 
are drying you 
can quickly take 
care of the sec- 
ond floor section 
of the building 
with the red wall- 
paper. All of this 
cutting and glu- 
ing is a breeze as 
right now you’re 
pretty much deal- 
ing with nothing 
but rectangles. 
Once they are all 


dry it’s on to more cutting. The 
floors had several angled cuts that 
were quick and easy to take care of. 
The walls each had several smaller 
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cuts that simu- 
lated missing 
bricks and you'll 
need to be a bit 
more careful so 
you don’t 

into the 
themselves 

these pieces, and 
with the barr 
cades above, it’s 
very important to 
make sure that 
there is a good 


application of 


glue on the piece 

you are about to 
fold over even if there is a white space that you will 
later cut out. It’s not worth trying to skimp on the glue 
(now, I’m not saying to get glue everywhere!) because 
you'll end up with a part that’s not stuck together right 
and it just doesn’t look as good when you’re done and 
it can also cause a general lack of stability for the piece. 
After getting these, and looking at them from above I 
discovered that you could do some creative Photoshop 
work and combine two floor sections into a single piece 
and then glue the sides on as normal to make a rectan- 
gle building instead of two “L” shaped ones. These 


were my favorites of the set and are useful for modern 
or sci-fi games. 


Communication Relay 

This sheet had a bit more white space than I would 
have liked, especially considering that you get two 3D 
rectangles when you’re done. The glowing effect of 
the lights is quite nice though and I think that with a 
little Photoshop manipulation and rotation you might 
be able to get a third on the sheet. These were, by far, 


the easiest of any 
of the pieces to 
assemble and 
were ready to hit 
the table in just a 
few minutes. 


Barricades 

There’s not an 
excessive amount 
of white space on 
this sheet and you 
do get three 
pieces of cover 
out of it. The 
cutting and glu- 
ing was very easy 
as each rectangle 
is just cut out and 
scored down the 
center before glu- 
ing and folding in 
half. I found 
placing them un- 
der my cutting 
board to dry worked really well and it also allowed me 
to cut out parts of other cards while these were drying. 


Once dry, you'll just cut out the angled white portion 
that’s left. Then you'll score the right and left side so 
the ends could be folded in at 90-degree angles. Here’s 
where I got worried. I was less than certain that the 
bends would hold, but they’ve been in my terrain box 
for a week now and are just fine. 


Observation Tower 
I've built three of these 
and can only call two of 
them successes right now. 
I had the first printed out 
at Kinko’s so it was on 
slightly glossy paper and 
it did really well with 
superglue. The second 
didn’t fare as well as I 
printed it out on regular 
cardstock myself and glu- 
ing together the two 
halves of the floor/walls 
with my (normally) trusty 
glue stick just didn’t hold 
up to the several bends 
that are required. Even 
getting a good amount of glue on the sheets didn’t help 
much. For my third attempt I tried printing one side 
and then turned the paper around to print the other side 
on the blank side 
of the paper. 
You'll need to do 
some Photoshop 
(other another 
program like The 
Gimp) manipula- 
tion of one of the 
floor sections 
since they face 
opposite — direc- 
tions. I thought I 
have them lined 
up perfectly with 
both parts per- 
fectly centered, 
but there was a 


Star Mogul: Ruins of an empire 


28mm scale Sci-Fi combat game 


| Mankind's empire among the stars lies on the edge of disaster. 
Much that was built is now in ruins. 


Ihich is great news for your SALVAGE COPA 


Star Mogul (TM) is the latest innovative 
and totally absorbing SCI-FI combat game 
from ALPHA FORGE GAMES (1M). 
Supported by our superb range of miniatures. Play out the epic struggles 


of your very own salvage company on the fringes of known space. 


Alpha Forge Games SS 4 [ | — i 
54 Franklin St. Unit 4 
Milford, NH 03055 {= — 4 Ce 
USAse BPIAES 
Phone: + (001) 603 672 0949 


visit the aren on our ree 


EMAIL: salesdroid@alphaforgegames.com 


small overhang vated platform to shoot from. In the picture below you 
and resulting can see where a page split. It’s the one I used super- 
white space once glue on and didn’t get enough glue in enough spots, but 
the printed spat it’s an easy enough fix. Just dab a bit of glue in there 
out the sheet after and hold until it sets and it should be as good as new. 
printing on both 
sides. It was 
enough to make 
me sigh, but not 
enough to scrap 
it. My black felt 
pen took care of 
the white space 
and unless you’re 
looking for it you 
really can’t see it. 
The floor is thin- 
ner than on a 
piece with both 
sheets glued to- 
gether, but as- 
sembly was so 
much easier and 
with the three 
supports under- 
neath it I doubt 
I'll have a prob- 
lem unless I try 
to put a bunch of 

CSO — Stompers Cover 

up there. This is Last up are two pieces of cover and even though they are 
a very good piece fairly small they will give a couple of figures enough room 
that offers lots of to hide from enemy fire. For some reason these gave me the 
most headaches during assembly. It’s probably due to not 
adequately reading the directions, which are included for all 
of the pieces and do go into very good detail on 
how you are supposed to put them all together. 
There’s a lot of white space on the page, but 
you couldn’t really reduce the size of the piece 
without taking away some of its effectiveness. 


cover and an ele- 


I found some more 
useful and user- 
friendly than others, 
but I’m not sorry about 
taking the time to 
make any of them and 
they will all find a 
place in my sci-fi 
games. They have 
also served to give me 
the card-terrain- 
building bug and I’ve 
already ordered and 
started building two 
other sets from World 
Works Games. 


There’s easily enough room on each piece to give one Aberrant Games 
shooter cover while they blaze away and have one, maybe www.aberrantgames.com 
two, in full cover. 
World Works Games 
If you wanted to print out one of each “thing” that comes on www.worldworksgames.com 
the CD it would cost you right around $16.00 USD. Of 
course, you would still need to cut, glue and black line eve- 
rything, but it’s (essentially) pre-painted to a very high stan- 
dard and can be ready to hit the table in not too much time. Written and Built by Mark Theurer 
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HFG024 Gustav £3.00 

Sculpted by Kev White 

Gustav is a three-piece (right arm 
with gun, left arm and the rest of 
the model) spacesuit-wearing | 
Grymn that is carrying a heavy 
weapon that looks to be some sort 
of plasma or laser gun. The only 
mold lines that I found were on 
the left hand that braces the gun. 
Other than that the model was 
very clean and ready to assemble. 
He went together very easily and 
fits in perfectly with the rest of the 
Grymn line. I see the whole Grymn line working just 
fine in any sci-fi miniatures game, skirmish or mass 
combat. Heck, you could even create a whole Imperial 
Guard army out of Grymn for Warhammer 40K. 


HFP002 Sola £3.00 

Sculpted by Kev White 

Sola is a female pirate of short stature that is wearing a 
leather jacket, jeans, gloves and boots. Her belly shirt 
is a bit strained by her "goods" but she's not top heavy 
or unbalanced. She's just wearing a shirt that's a size or 
two too small. Her head is turned to look over her left 


shoulder and she has a haircut that reminded me a bit of 


Pat Benetar in the 1980's. A set of goggles on her fore- 
head, a headband and a long, dangly earring complete 
her ensemble. There was a mold line coming down one 
of her cheeks that also ran down her right arm, but 
some careful scraping with a hobby knife removed it 
without damaging the model. 


Another, very faint, 


: < } humorous, 


mold line was visible on the inside of each leg. A few 
bits of flash were on the guns but other than that she 
was ready to prime in short (pun intended) order. 


Sola is in a combat-ready pose, but not an animated 
one. It's like she's drawn her pistols and is about to 
spin around and give someone a heavy dose of lead 
poisoning. She would do very 
well in a modern (fantastic) rpg or 
any sci-fi rpg that has dwarves, 
Grymn or whatever kind of verti- 
cally challenged race you like. 
Her pistols are very much of the 
modern style and it would proba- 
bly be a bit tough to swap them 
out for a something more archaic, 
otherwise she could also be 
dropped into a_ technologically 
advanced fantasy setting like the 
Iron Kingdoms as the guns are the 
only techy bits on the figure. 


HFH032 Conran the Octogenarian £3.00 

Sculpted by Kev White 

= Now, the 
_ whole con- 


figure 
strikes me 
highly 


an eighty 
year old 
barbarian. 
Also, the 
similarity 
of the 
name and 
that of Robert Howard’s most famous literary character 
is probably more than slightly coincidental. But, I give 
Hasslefree a lot of credit for constructing a model that 
goes very well with its title. Conran looks like a way 
over-the-hill barbarian. The Hasslefree web site de- 
scribes him as still a “lean, mean fighting machine”. I 
can’t argue that description. Conran comes in at a 
healthy 29mm in height. He is on the skinny, but not 
emaciated, side of bulk. He is no longer the burly bar- 
barian of his youth. 


Conran comes in two pieces, the body and the right 
hand with large axe. The joint between the hand and 
the wrist is flat. Personally, I prefer a male-female 
joint for a sturdier fit, but a flat joint comes in a close 


second. The joint area is wide enough that pinning is 
possible if that extra construction trips your trigger. 
Conran has some very nice detail work on him. He is 
dressed in the typical barbarian attire of fur loin- cloth, 
fur boots, and horned helm. The sculpting of his torso 
is very fine. Conran appears to still be doing a lot of 
sit-ups in his old age enough though his belly does pro- 
trude a bit due to his old man stance. I don’t believe 
that as much time went onto his legs as was done on his 
torso when this model was created. There just is not as 
much detail. The face is very impressive. I am some- 
what at a loss of words on how to describe it other than 
to say that it looks like the face of a tall, old man. It 
reminds me a bit of my grandfather’s face (he was a 
tall, lean man also). 


The casting of the figure leaves little to complain about. 
What little flash I found was easily removed with a fin- 
gernail. There was a couple of slight mold lines, one 
across the top of the helm between the horns and one 
down the inside of the left leg. These lines probably 
would not interfere with the painting of the model. So, 
if you have need of an old barbarian I would highly 
recommend Conran the Octogenarian to fulfill that 
need. 


Quirion HFP003 £3.50 

Sculpted by Sylvain Quirion 

This is an interesting little goblin pirate model. Count- 
ing the base, he stands a total of only an inch tall (and 
that’s if he is stretching). The figure was sculpted by 
Sylvain Quirion who won a competition hosted by Has- 
slefree with this model. It comes in a total of three 
pieces as the two arms have to be attached in nice ball 
and socket joints near the shoulders. One arm, in the 
classical tradition of pirates, ends in a hook rather than 
a hand. The other arm not only has a hand, but has a 
pirate’s notched cutlass firmly grasped in it. The model 
also of course comes with a plastic round slotta base. 
One of the more interesting things about this model is 
the critters that decorate it. Perched on the pirate’s 
shoulder is a bat, and attached to his ankle by a rope is 
some sort of slug creature with two eyes on long stalks. 


Over all, the detail is very nice, but the piece is a bit too 
small to see all of it really clearly. The model is struc- 
turally sound, and there was a minimum of clean up 
necessary (the two arms come attached to a sprue, so 
that ended up being most of the cleanup work). If this 
was Sylvain’s first model, then I would say that he has 
quite a future ahead of him. 


HFO006 Magog £2.80 
Sculpted by Key Adams 


Hasslefree has added several new models to their “Orcs 
and Goblins” line this quarter starting with this weary 
looking fellow. He comes in three pieces, the smallest 
of which is his left forearm and its small enough to 
make modelers with big fingers a littke grumpy them- 
selves. The other arm/hand holds the standard so it’s 
far easier to handle. The two shoulder joints are flat, 
face to face, joints but the left wrist is a ball in socket 
joint. The lower part of the standard’s shaft is pretty 
slim, so this can be easily bent. However, after the 
model is assembled, the two arms pretty much keep the 
shaft in line. 


The plastic slotta base this guy comes with is of the 
smaller variety (as in 2 cm across), and there was virtu- 
ally no cleanup required at all except for where the two 
arms are attached (they cleverly avoided the need of a 
sprue by simply having the pieces attach to each other 
rather than to a piece of scrap metal). Another cool 
thing about this model is that you can purchase pieces 
to change him from a standard bearer, to a grunt. 
HFO103 (£0.50) is the package made for this guy that 
replaced his standard with a wooden shield (with a wolf 
head emblazed on it) and an Axe making this guy us- 
able in more than one way. 


HFO007 Dima £2.50 
Sculpted by Kev Adams 


Second in the line of new Hasslefree “Orcs and Gob- 
lins” is this angry spear toting goblin. He comes with a 
spear and wooden shield, but one or both of these can 
be switched out with a leather shield and/or a sword 
(with the package HFO101 priced at £0.50). Hassle- 
free seems to be coming up with more and more inter- 
changeable parts and I personally think that his is a 
great way to add variety to you models if you’re putting 
together a force that requires multiples of the same 
model. This model also comes in three pieces, but this 
time only the right arm is detached. The left arm is 
attached, but the shield is not allowing the modeler to 
add the shield of his choice. Again, the supplied plastic 
slotta base is of the 2 cm version. Like the standard in 
the previous model, the shaft of the spear is rather deli- 


cate, so it doesn’t take too much to bend it, the rest of 


the model is hardier. For this guy, the flash and mold 
lines were slightly more pronounced than the others, 
but again, nothing that took much effort to clean up. I 
really like the detail in the face of this model, very 
clean and distinct. 


HFO008 Csaba £2.50 

Sculpted by Kev Adams 

Csaba is the third and last new addition to the “Orcs 
and Goblins” line this quarter. This guy is not adver- 
tised to have any interchangeable part, but the shield is 
definitely swappable but the sword arm, though defi- 
nitely doable, will take a little modification work. Like 
the other new goblins, he comes in three pieces and 
comes with a 2 cm plastic slotta base. The two pieces 
that need to be glued on are his sword arm and his 
leather shield. The detail in the face of this little guy is 
really great. Inj = 5 
fact the Hassle- 
free web site 
mentions that 
Csaba was 
nearly named | 
after a certain 
starship captain 
that he seems to 
closely resem- 
ble. Flash, mold 


lines and other extraneous metal was kept to a bare 
minimum, and unlike the other two models, there are 
no real weaknesses in this figure. I just have to give 
this dude two thumbs up. 


HFF003 Jo £3.00 

Sculpted by Kev White 

Jo is Hasslefree Miniatures’ newest model in their fe- 
male Fantasy Football line of figures. Let me start off 
by saying this is a exceedingly well-sculpted figurine. I 
found absolutely no mold lines. And that’s one of the 
first things I look for in a model because I know that is 
something that has to be remedied before painting can 
take place. There were only a couple of small bits of 
flash that were easily removed with a thumbnail. Jo is 
wearing a nice sturdy helmet with a large faceguard on 
the front that obscures most of her features. But, that is 
to be expected considering the type of game she is to 
play. She wears what appears to be a padded/armored 
one piece, French-cut, bathing suit. The protective gear 
on her shoulders, arms and shins is also quite substan- 
tial. Her legs are bare from the hip to the knee. I only 
have two issues with this figure and they both pertain to 
the football that she is holding. The ball looks a wee 
bit large for 
her. As she is 
the size of 
other Hassle- 
free models I 
surmise _ that 
she is sup- 
posed to be a 
large gal that 
can give and 
take the kind 
of punishment 
that is inher- 
ent in football. 
But, the football makes her seem smallish. This leads 
into my second problem concerning the ball. Jo is 
holding it in an odd fashion. She is cradling it in her 
right arm. But, the arm is drawn back behind her. The 
arm position, along with her stance, seems to suggest 
that she is going to throw the ball as a quarterback 
would. One cannot hurl the ol’ pigskin far from that 
type of grip. Also, neither a running back nor wide 
receiver would hold all football in that fashion. Despite 
my issue with the ball I found my first experience with 
a Hasslefree figure to be quite pleasant. There is 
enough detail to keep the model from being plain, but 
not so much that it looks cluttered. So, if you want to 
add some variety to your fantasy football team just add 
Jo to your roster. 
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DAG4009 Brood Helexa $12.99 
Sculpted by Werner Klocke 

Helexa is a 
three-part 
model with 
her right hand 
and a_ small 
fin-like protru- 
sion coming as 
separate 
pieces on a 
metal tab. 
She’s listed as 
being 48mm 
tall and when 
compared to 
regular — hu- 
man-sized fig- 
ures she’s 
about — one- 
quarter taller than they are. As you'll immediately no- 
tice she’s not wearing any clothes so this figure might 
not be appropriate for all gaming tables. The only sig- 
nificant flash was on the two smaller pieces and they 
were easily clipped off. There were some faint, but 
visible, mold lines on the hand and fin, but they too 
were easily taken care of. On the body of the model 
the only visible mold lines were on the underside of her 
arms and they were not really significant at all and 
cleaned up in just a few seconds. There was one small 
bit of metal coming off her right arm at the wrist, but it 
also was easily cleaned up. Helexa stands leaning 
against what looks like a rotted tree stump (or maybe 
it’s a large rock protruding from the ground) in some- 
what of a relaxed pose. Her right hand fits onto the 
wrist just fine but there was not really much of a “peg” 
on the hand to fit into the (very small) void at the wrist. 
Granted, it’s a small piece to connect, but it will be the 
weak part of the model and it’s kind of out there on its 
own. If any part of the model is going to get dinged on 
something it’s probably the right hand/wrist. I'd rec- 
ommend pinning it if you can. The fin fit into the void 
on her back just fine and the little bit of wiggle room 
that was left will fill ok with superglue and I don’t 
think that you'll want or need to use any putty there. 
The model is thin and muscled with bony parts poking 
up from under the skin. The skin and muscle detail is 


BrooD 


TIELEXA 
DAG4009 


excellent. Most of her head and face looks to be cov- 
ered in a carapace-type helmet with her lower jaw visi- 
ble at the bottom of it. The model was cleaned and as- 
sembled quickly and I think that she'll also paint up 
rather quickly too considering that it’s almost all flesh. 
You can spend a lot of time blending various flesh 
tones to get a very nice result. It reminds me a bit of 
Abe Sapien from Hellboy and I think painting her up in 
pale blue/green skin colors would look really good. 
There are no technological bits on Helexa so you if you 
had a need for a mutant (or humanoid amphibian) mon- 
ster in almost any genre I think she would do ver well. 


DAG4008 Brood Mean Jellybean $14.99 
Sculpted by Werner Klocke 
Helexa may stand about a head and shoulders above 
normal human-sized figures, but Mean Jellynbean tow- 
ers over them! He even dwarfs other Brook troops and 
Murtros is really his only equal (from that army) in 
height. At 64mm in height he’s about twice the size of 
many of those that he’ll be fighting and is an impres- 
sive figure to look at in your hand. There are ten pieces 
that make up the figure, but eight of those are smallish 
protrusions that come on a metal tab that are glued on 
to various parts of his body. He’s much more visibly 
armed and armored than Helexa and has large carapace 
pieces along his torso and legs and there are also some 
tubes running into a larger device on his chest and 
back. He also 
OW) wears a helmet 
MEAN’ JBLLYBEAN | gaia 
DAG4008 large eye hole 
and just a slit 
for his left 
eye. The lack 
of symmetri- 
cal features 
fits in on this 
mutated crea- 
tion. He 
needed more 
cleaning than 
Helexa and 
definitely 
more assem- 
bly time with 
all of the little spiney parts to stick on to him. His 
weapon needed about as much cleaning attention as the 
body of the model as there were several bits of flash 
and the mold line was visible here and there. It fit onto 
the wrists perfectly (in a peg and void type joint) but 
did leave a very small gap between the end of the wrist 
and the start of the hands. It’s enough to where you'll 
probably want to break out a tiny bit of putty to fill the 
seam. Of course, he’s made to be used as a bad mo-fo 
in a Dark Age Brood army, but since I’m always on the 


lookout for additional uses for figures I think that he 
would do very well in just about any setting other than 
fantasy. Even in somewhat technologically advanced 
fantasy settings like the Iron Kingdoms he’d look out 
of place in my opinion. Oh yeah, wild west...he’d be a 
no-go for that genre too, but in anything else I think 
he’d make a very impressive adversary. He'd be per- 
fect for a final challenge to a party of characters in 
Feng Shui! Murtros was my favorite Dark Age Brood 
model, but Mean Jellybean has now taken that spot 
with a vengeance. He’ll take more time to paint than 
Helexa as there are more little bits of detail here and 
there, but I think he’ll be well worth the effort. Mean 
Jellybean is a large, stylish, impressive, and maybe 
even a little intimidating, model that I just can’t wait to 
see on the table menacing an opposing Dark Age army 
or party of adventurers that turned the wrong corner. 


DAG2021 Dragyri Soul Warden #4 $14.99 

Sculpted by Werner Klocke 

The first thing I just got to say is that this is one sizable 
chunk of metal. I even dented my kitchen table when I 
dropped it (don’t tell my wife). Counting the base and 
his head gear, this guy stands nearly three inches tall, 
and his weapon is a bit over three inches long (this one 
is going to leave a mark). The model comes in three 
pieces, which are the head, the weapon, and the torso. 
He of course also comes complete with a large round 
plastic slotta base. The piece with the weapon includes 
the right hand and the left arm from the elbow up. The 
attachment points at both the wrist and elbow have very 
nice ball and sockets making for really smooth and 
solid joints. Not only that, but the two joints are 
switched (one ball being on the weapon, and the other 
being on the torso) so that it’s impossible to acciden- 
tally put the guy together backwards. The head also fits 
to the torso with a very precise rimmed joint that lines 


up the two pieces perfectly and again makes for a great BLIZZARD. 


joint. The designers of this model have made it supper 


easy to put 
together a per- 
fect looking 


model. As far 
as strength and 
durability, 
well, this dude 
has got them 
both in spades. 
Plus, since the 
model is 
nearly com- 
pletely free of 
any spurious 
metal, and the 
only mold 
lines I could 
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pyteroery, Dark Age. 


Unpainted figures got you down? 


find were on the blade of the weapon, this guy was 
prepped and assembled in no time flat. This is an ex- 
cellent well engineered model. 


DAG2023 Dragyri Blizzard #1 $12.99 

Sculpted by Werner Klocke 

This model is another of the big Dragyri warriors that 
you don’t want to bump into in a dark alley. This one 
comes in a total of four pieces (not counted the large 
round plastic slotta base). The separate pieces include 
the head, the torso, and the two wicked clever bearing 
arms (both from the shoulder up). Again, this guy 
comes close to breaking the three inch line once he is 
mounted and assembled (and that is without the ice 
decorations on the base). The arms attached to the 
torso with angled flat face joints that do a good job at 
lining up the arms in the proper position, and also to a 
good job an 


making a 
seamless joint. 
The entire 
model is so 
solid, that I 
rather doubt 
you could 


bend or reform 
anything even 
if you wanted 


too. This 
miniature is 
well balanced, 
and mostly 
clean of flash 
and mold 
lines. All the 


This is another very nice model from 
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AMP? Asteroid miner 'prefect' with minigun 
$16.50 

Here come the elites for the 
Asteroid miners, and these 
guys are pretty cool. Once put 
together, this model is pretty 
impressive; the trick of course 
is putting him together. This 
bad boy comes in whomping 
thirteen pieces, and that doesn’t 
even count the large plastic 
base. Each of the six legs are 
separate pieces that attach into 
a mechanical thorax, which 
also is a separate piece. The legs are all pinned, so they 
fit into the thorax making for good solid joints. The 
main body then sits on top of this insectoid looking set 
of legs with a large ball in socket joint, which again 
lines it up perfectly and glues in solidly. The next four 
pieces are all the varied arms. Two of these arms are 
service or support type arms, and the other two are 
weapons. These all attach to the upper body and once 
again are all pinned. Finally we have the head, the only 
thing left on this poor sucker that resembles anything 
human, and it sits in its cradle in the cockpit. In reality, 
I’m not sure the plastic base is needed, but it does make 
the piece more durable and protects it from casual dam- 
age. With all those limbs sticking out, you’re bound to 
break off one or two if you’re not careful. Even with 
all the pieces, prep work was minimal since really the 
only thing you have to do is file off some minor mold 
lines (of course you also have to figure out where all 
the pieces go, but the model is engineered well enough 
that doing that turns out to be easier than you might 
think). The head that comes with the model is adver- 
tised to be one of two random variants, and one of the 
arms (the one on the left that supports the secondary 
weapon) comes in two variants (selectable) which are 
‘cyber knuckles’ or 'small arms gun’. This is a cool 
model that I imagine will be a focal point in any play- 
ers army. 


SECDR1 Security Drone with assault gun 

$3.90 

This model belongs to the Asteroid Miners faction in 
the game of Star Mogul: Ruins of an Empire. It 
comes in four pieces and a round plastic slotta base is 
included. Breaking down the four pieces, we have two 
lower mechanical limbs only one of which actually 
supports the model (I hesitate to call them legs since 
this thing floats rather than walks). The next piece is 
the assault gun, which is really just the lower third of 


the main body of the drone. 
Lastly we have the main body 
of the drone which simply rests 
on top of the weapon. All the 
pieces go together nicely with 
either pins (in the case of the 
legs) or a ball in socket (in the 
case of the body parts) so there 
is no guess work or weak joints. 
In fact the tolerances are so well 
done that I was able to assembl 
this guy and set him on the desk 

like you see him in the picture without any glue. Once 
assembled, counting its base, it stands about an inch 
and a half tall. There was extremely little flash on the 


model and the few mold lines I found were in places 
~ that were very easy to remove. I thought that at first 


this model might be a little delicate or perhaps top 
heavy, but it turns out that it is neither. As I said, I ac- 
tually first assembled it and had it standing without any 
glue, which I thought was rather remarkable for a 
model like this. Since it still only has one point of con- 
tact with the base (through one of it’s limbs) I would 
still go tossing it around too much, but for a “floating” 
drone, it’s a good sturdy model. 


SECDR2 Security Drone with flechette rifle 
$3.90 

Okay, I'll admit that I had to 
look up the word flechette to 
see it was a real word or not. 
It turns out that it is, and what 
do you know, it’s even a 
weapon. I guess you learn 
something new every day. 
This model is exactly the same 
as SECDRI1 except for the 
weapon. I’m not exactly sure 
why they didn’t make this a 
single model with selectable —l 
weapons (like they have done on some of their other 
models), but as far as flash, stability, and all the rest, 
there is no difference between these two models. I will 
add that for the money, I personally think that these 
models are great deals. 


GORGONI 'Gorgon' recon fighter 

$23.90 

This baby is a sizable chuck of metal. One of the 
things that impress me most about the models from Al- 
pha Forge is their engineering and ease of assembly. 
This model is no exception. The model itself comes in 
eleven pieces, but two of those are not used (you get to 
choose the configuration). Also included in the pack- 
age is a large plastic base and a transparent plastic 
mounting pole. Te main body is in two pieces and is 


hollow. The wings 
attach to the sides 
with not one, but two 
pins so that they line 
up like they are sup- 
posed to. Each wing 
gets a weapon 
mounted under it and 
there is an exhaust 
nozzle that attaches 
on the rear of the 
ship. Finally, of the 
last four pieces you 
get to choose which 
two to mount to the 
top rear of the craft. 
These can either be 
two more guns, two 
“field generators” (they look like exhaust pipes), or a 
mix of the two. All parts are either pinned or have sig- 
nificant ball and socket joints. The pre-assembly prep 
work for this model is a little more than normal simply 
due to its size, but the detail on the model is very clean 
and distinct so there is no trouble at all cleaning off 
what few mold lines you will find. I really like this 
model and it’s enough to almost make me want to play 
the Hydrissian army. I think that it is easily the best 
looking vehicle for the game of Star Mogul to date. 
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3047 Torin, Male Thief 
Sculpted by James Van Schaik 

$4.49 

Torin is a single piece solid cast model with an inte- 
grated metal base. At first glance I thought that the 
base was too narrow and that he would have balance 
issues, but it turns out that even with the narrow base, 
he has enough weight to 
him to easily keep him 
standing even on a 
bumped table. He holds 
a dagger out in front of 
him and the dagger is 
the only weak spot on 
him and may need to be 
straightened when it first 


comes out of the blister. Being dressed in fairly nonde- 
script clothes, there is not a whole lot of detail on him, 
but I do like the very distinct and sharp facial features. 
I have to say that I don’t like the way the left arm is 
done as you can’t see the underside of it even though 
the cloak should not be covering it (the area was simply 
filled with metal). Also the backside of the arm where 
the cloak drapes over the arm, it looks awkward as it’s 
not very continuous. As far as mold lines and flash go, 
the model is very clean with little or no clean up work 
needed. 


3048 Sir William, Peace Maker 
Sculpted by Bobby Jackson 
$3.99 

Sir William is a single piece 
model of a human warrior in 
full plate armor with a two- 
handed sword reared back 
ready to strike. When I pulled 
mine out of the blister the 
sword was bent and needed to 
be properly repositioned. It 
wasn’t a severe bend but it’s 
worth being careful with when 
correcting the position so you 
don’t weaken it. The only ex- 
posed flesh on the figure is his 
face, which can be seen because the visor from his hel- 
met has been raised. Not exactly how I'd expect him to 
go into combat, but it does show off an excellently 
sculpted, and very stern looking, face. There were a 
few bits of flash here and there and the mold line could 
be found on most of the figure so he did need a bit of 
extra cleaning before he was ready to prime. I like the 
pose of the figure as it suggests he’s about to bring his 
sword down in a sweeping motion, but doesn’t unnatu- 
rally stretch the believability limits of the very heavy 
suit of armor he’s wearing. A dagger is attached to the 
side of his belt, but otherwise he’s not carrying any 
other gear. The plate armor is really well done and 
he’ll make a superb fighter or paladin character model. 
Even though the model is all about the armor the face 
could become the focal point if painted up to contrast 
against a darker colored kit of armor. 


3049 Huge Spider 
Sculpted by James Van Schaik 

$ 12.99 

When they say huge spider, they are not kidding. This 
bad boy (or girl? You'll have to forgive me since I 
don’t know how to tell) covers roughly a three inch by 
three inch area and stands somewhere around and inch 
and three quarters tall. The reason the measurements 
are only rough is because the exact size of the model 
will somewhat depend on how you put it together. The 


model comes in five pieces, four pairs of legs and the 
body. Each of the pairs of legs attaches under the body 
in a ball and socket joint, and then you need to bend 


them into the position that you want. For the back 
three pairs, you don’t need to bend them very much as 
you're really just spreading them out. The front pair 
however is another story. These will be pointing pretty 
much straight up (which actually looks kind of cool to 
as it looks likes it’s attacking) and need to be bent 
down in front of the spider if you want it to look like 
the picture. I suggest doing the bending prior to gluing 
the model together or else you may be gluing it to- 
gether more than once. Having eight legs on the 
ground I can’t imagine how the model could possibly 
be more stable. The only real flash and metal spurs 
were on the claws at the tips of the legs and these were 
easy to clean up. This is a great monster model and the 
design works very well. I think that for the money, this 
model is a great deal. 


3050 Thelfoea, Medusa 
Sculpted by James Van Schaik 
$3.99 

Thelfoea is one of Reaper Minia- 
tures new additions to their Dark 
Heaven Legends line of figures. 
She measures up to the usual 
quality of product that we have 
all come to expect from Reaper. 
Thelfoea was birthed nicely from 
her mold with absolutely no flash 
or mold lines. That’s always a 
good thing. That kind of quality 2 
saves the busy gamer/painter valuable time and no files 
or blades need to be plied to this model. As would be 
expected with a medusa, Thelfoea is fairly gruesome... 
from the neck up! Even the wavy dagger that she car- 
ries in her left (not right) hand doesn’t distract from her 
ugly mug. I'll get back to the head momentarily. The 
body on this figure is lovely. It is very nubile and is 
strategically covered in a few important places with bits 
of cloth; lots of skin to paint on this gal. Now, about 
Thelfoea’s head: you really need a bag to put over it. 


20 


As one would expect there’s snakes coming out all over 
her head. Nice detail work here, too. Her face is one 
of the most expressive that I’ve seen in a quite a while. 
Thelfoea’s mouth is open in some type of sick grin/ 
rictus, almost like what you might see on The Joker in a 
Batman comic or cartoon. One might expect to hear 
insane laughter coming from her mouth. The face is 
also somewhat emaciated. The brow, cheekbones and 
chin are all very pronounced. My physical description 
of Thelfoea probably does not do Mr. Van Schaik’s 
work justice. So, head down to your local hobby store 
or the Reaper web site and purchase her gruesomosity. 


3051 Orin Ramhelm, Dwarf Warrior 
Sculpted by Jason Wiebe 
$ 3.99 

Orin looks to be the type 
of Dwarf people familiar 
with Lord of the Rings 
might think of when asked 
to describe one of these 
hardy folk. Complete 
with a helmet that sports a 
couple of rams horns, a 
beard adorned with a cou- 
ple of Celtic looking 
braids that reaches his 
knees, and a ruin en- 
crusted hammer raised 
above his head. He comes as a single piece solid cast 
model and has an integrated metal base. Like the stock 
he was bred from, the model is a sturdy chunk of metal 
with the exception of the shaft of the hammer. This, 
though hardly delicate, may have to be straightened 
when it comes out of the blister, but after that should 
hold its shape just fine. With the exception of a couple 
metal spurs, and a faint mold line, this model came out 
of the blister very clean, and nearly ready to paint. All 
in all, this is a good model for use as any Dwarven 
character ina RPG game. 


3052 Kabaka K’wana, Giant Ape Lord 

Sculpted by Jason Weibe 

$24.99 

This is one heavy blister full of metal! Five (head, right and 
left arm, right leg and the rest of the figure) large pieces 
make up Kabaka and unlike most figures in the Dark Heaven 
line there is no integrated (or separate) base for the figure to 
rest on. In assessing all of the parts I found a few bits of 
flash here and there, but nothing excessive, and only found 
visible mold lines on two pieces. These were easily removed 
and the model was quickly ready for assembly. Kabaka sits 
in a 3-point stance like a fearsome furry football player with 
his right arm extended ready to clobber someone. Actually, 
due to his size, it’s probably a whole group of people that 
he’s ready to smack. He ends up hunched over a bit and still 
dwarfs regular human-sized models. All of the parts fit onto 
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the body with large male/ 
female joints and after 
looking at the completed 
model | think that two of. 
the resulting joints could 
benefit from a little bit of 
putty. If you’re painting 
him in dark colors and 
base coating with black 
you might be able to 
avoid any putty and hide 
the visible seams, but I'll 
break out a little bit of the 
green stuff. The fur is of 
a consistent texture and is 
longer on the forearms (good for easy highlighting). The 
sheer mass of the model makes the whole thing a focal 
point but the head, especially his open maw, stands out 
for me. He is one big, pissed off gorilla and his face 
shows it. His open mouth could easily take off an ogre- 
sized head. Every part of the gorilla is very nicely done 
and assembly was quite easy for a model this size. In- 
stead of superglue I would recommend using epoxy to 
put all the pieces together just because of their size and 
weight. You’ll want as strong and secure of a bond as 
possible just in case he takes a tumble. I’ll also be put- 
ting him on a large round plastic base, but this is not 
necessary if you’re not inclined to do so. Painting this 
guy will be a cinch and you should be able to get a very 
nice looking figure in short order. Kabaka is a very 
nicely done, very large, gorilla that could also see ac- 
tion in a pulp or modern rpg. 


3053 Ibycus, Satyr 
Sculpted by Ben Seins 
$4.49 

Here is another model 
from Reaper that you 
don’t see every day. 
This guy is also done a 
bit differently from the 
way Reaper normally 
produces models. Iby- 
cus comes in four 
pieces, but in truth only 
two of them have to be 
used to create a worka- 
ble model, those two being the main torso and the head. 
The other two pieces are a bow and a quiver, which are 
made in such a way that you may, or may not decide to 
use them. The left hand is upraised and shaped so that 
the bow can be placed in it, and then the quiver fits 
nicely between his shoulder blades, but there is no pin 
or socket so that if you didn’t use it, or decided to but it 
on a hip or something, there would be no problem. The 
head on the other hand fits over the neck and is pinned. 
I really like this model and I especially like the detail to 


be found on the head. The three pieces that come de- 
tached from the main torso are all attached to a sprue 
and cutting that away ends up being most of the labor 
in clean up. There was a small mold line on his arm, 
and there were several loose tabs of metal on him, but 
nothing that caused a problem. This may be a model 
that you will want to buy in groups of like five or so. 


3054 Therese, Female Thief 

Sculpted by Bobby Jackson 

$3.99 

This has got to be one of my favorite thief models that I 
have seen to date. Not only is it not your typical 
“sulking in the shadows” type thief, but she is more 
along the lines of a “in your face ‘Yeah I stole it, so 
what are you going to 
do about’” type thief. 
She brings to mind Co- 
nan the Barbarian’s girl- 
friend so for me that 
scores a few more bonus 
points for the figure. 
Her leather armor en- 
cases her nearly com- 
pletely and it is covered 
with excellent and very 
distinct detail. She 
comes as a single piece, 
and her metal base is 
attached. There are two 
metal supports, one for each arm, that need to be cut 
away and cleaned off along with a couple small errant 
metal tabs, but mold lines were difficult to detect. Al- 
though she looks like she might take some straighten- 
ing when she comes out of the blister, I have to say that 
mine came with none being necessary. Therese could 
also just as easy fill the role of a ranger and do it with 
considerable style. I also think that this is a model you 
may want to consider using for painting contests, the 
detail is really good and everything is easily assessable. 
Way to go Bobby. 


3055 Giant Spiders II (2) 

Sculpted by Brady Bugge 

$8.99 

l actually have a fairly good collection of spider models 
and these have just become my favorites. These look 
good enough that my wife (who of course HATES spi- 
ders) can’t stand to have them in the same room with 
her. A lot of the times giant spider models have a ta- 
rantula look to them, but these have more of a black 
widow (or perhaps a black widow with crab legs) look 
to them so right off the 
bat they are more unique 
than usual. Two spiders 
come in the blister and 


they are both single piece models that of course have 
no balance issue associated with them. The legs as you 
might expect are very bendable so you will likely have 
to do some leg arranging when they first come out of 
the blister, but the rest of the model is not likely to take 
any damage. Also, the legs and abdomen have their 
share of metal spurs and such that need to be cleaned 
off making clean-up for these models a bit more in- 
volved than normal, but in my opinion they are well 
worth it. I guess it takes a Bugge to make a bug like 
this right? 


3056 Tyshall, Lamia Priestess 
Sculpted by Ben Seins 

$5.99 

One of the things that I have al- 
ways loved about Reaper is their 
seemingly endless variety of mod- 
els. This model is yet another 
good example. Tyshall comes in 
three pieces, the main body com- 
ing as a single piece and her two 
arms being the other two pieces. 
Both arms attach at the shoulders 
and are pinned, so the model goes 
together easily and firmly. Her base is an attached 
metal base decorated by some loose rocks. The lower 
part of her torso is that of a lion to which she has a cou- 
ple pieces of armor strapped to it. The upper part of 
her torso is that of one angry looking pointy eared lady 
with a full head of hair streaming behind. It also ap- 
pears that she has a large round gem or something 
decorating her bellybutton, surely a fashion statement 
in the Lamia society. Seeing that in combat she fights 
with two human arms, armed with large sacrificial dag- 
gers in this case, and two lion paws, this little lady 
could keep a person quite busy. There were a few 
small mold lines and the two arms are attached to a 
sprue that needs to cut away, but besides that, there was 
not an over abundance of errant metal on her. 


3057 Tulach, Male Gladiator 
Sculpted by Werner Klocke 
$ 3.99 

This model is a single 
piece solid cast model 
with an attached metal 
base. Tulach is obvi- 
ously in a fight for his 
life and giving it his all. 
The story can all be seen 
in the very detailed and 
descriptive facial ex- 
pression. Even with the 
brim of his helmet shad- 
ing part of his face, the 


features are very distinctive and sharp making this one 
of the best parts of the model. His clothing and armor 
are pretty much standard, but the animalistic face em- 
blazoned on his shield really stands out. His base is a 
tad narrow so it doesn’t take too much of a table bump 
to send him tumbling. He also had a bigger problem 
than normal when it came to mold lines, and his action 
stance made some of these a challenge to get too. The 
good news is that when it came to flash and spurs, there 
were none, and there are no real weak point on the 
model with the possible exception of his outstretched 
sword. 


3058 Mika, Female Samurai 

Sculpted by J. Grace 

$4.49 

Mika, Female Samurai is another recent addition to 
Reaper Mini’s Dark Heaven Legends line of fantasy 
figurines. Despite the anachronistic nature of the title 
of this model I found it truly beautiful. I thought that 
the layered, Japanese style armor might lend to some 
flash and mold line, but this is a very clean sculpt from 
a quality mold. The only line I could find was a minute 
one on the top of the back banner and that was easily 
removed with a modeling knife. I also had to clip off a 
very small bit of flash from the tip of the banner. That 
surgery took all of about 53 seconds. The banner sec- 
tion is a separate piece that attaches to the back via a 
ball and socket joint that fits together snugly. 


Mika really does look like a stylized female samurai. 
She is heavily armored from her waist to her knees and 
from her shoulders to her hands. Mika’s torso is 
slightly less protected due to the open midriff area. 
Instead of the katana/wakizashi combination of the tra- 
ditional samurai, Mika wields a pair of ornate sabers. 
She also carries a dagger at the small of her back right 
below the banner pole. It took me a few minutes to 
realize what was missing from this model. There are 
no scabbards for her main weapons. I found that kind 
of odd considering the level of detail that went into the 
rest of this figure. But, that little thing does not take 
away from the overall 

“classiness” of Mika. 
The face and hair are 
sculpted in an oriental 
appearance and style 
that accentuates the 
rest of the model. 
Mika would be a fine 
addition to anyone’s 
collection for use in a 
game or just to show 
off on a shelf. 


3060 Kierra Darkdreamer, Female 
Wizard 

Sculpted by Julie Guthrie 

$ 3.99 

This model comes as a single piece 
solid cast model with an integrated 
metal base. Even though her arms are 
held away from her body, there is 
enough metal in them to make them 
quite sturdy, so she has no weak 
places. I found no flash and only very 
minor mold lines on her so she comes 
almost ready to paint right out of the 
blister. The detail on this buxom 
beauty is very nice, with special notice give to the 
hands and face. She is not armed, but has a bird (I 
think it’s a raven) on her outstretched right arm. I can 
see this figure being used as either a player character or 
a non-player character in a variety of roles. It’s a ver- 
satile and good looking model with very little prep 
work needed. 


3061 Anushka, Female Fighter 
Sculpted by Jennifer Hanely 
$3.99 

From her name I’d guess that this 
figure has some kind of Russian 
influence in there somewhere. This 
one-piece figure is of a woman 
warrior leaning over an axe with 
her hands folded and in really what 
appears to be a resting position. 
She’s wearing fairly light armor 
and has a large hat on her heads 
with a long, thick braid of hair = 
coming down her back and reaching down to her boots. 
It looks to me like she’s wearing wooden clogs or 
maybe they’re very large steel tips on top of her stock- 
ings. The mold line was somewhat visible on one 
cheek and also down the backside of her long sash. 
The model is sculpted quite cleanly and is very nice, 
but just isn’t too exciting to me. I almost think it would 
fit in better surrounded by lots of villagers rather than a 
party of adventurers. 


3062 Darnath, Male Elf Thief 
Sculpted by Bobby Jackson 
$4.49 

Darnath is a single piece solid cast model with an inte- 
grated metal base. Armed with a short sword, and what 
appears to be a repeating hand crossbow, his look and 
pose definitely fit the title of an Elf thief. His low to 
the ground stance makes him very balanced, and the 
only real weak point on him is his upraised sword (I 
had to do some minor straightening on it). Since a 
thief’s attire is normally geared towards being stealthy 


rather than flash, 
there is not a whole 
lot of detail on this 
model, but what 
there is, is well done. 
The best part would 
have to be the excel- 
lent facial features, 
which in truth is the 
only thing that marks 
him as an elf. Flash 
was not an issue on 


lines were 

down the edge of his billowing cloak, so they were 
easy to remove. This model could also do well as an 
assassin. 


14264 Incarnation of Flame 

Sculpted by Gene Van Horne 

$ 12.99 

This new addition to the Overlord army is a very cool 
(pardon the pun) model. This guy is like the human 
torch on steroids and comes complete with weapons 
that will make any would be foe tread carefully. It 
comes in four pieces, the torso being two pieces and 
then each or the “arms” being a separate piece as well. 
The model also comes with a large plastic slotta base 
and a Warlord data card. Seeing that the model is 
mostly just a fury of flames, you would think that there 
would not be much detail, but there is a surprising 
amount of detail on this model. First of all the facial 
features are a mask of fury and they are just great. 
Next comes the armor. Again, not something I would 
have thought to put on a living column of fire, but the 
few pieces of steel on this guy does a lot for his general 
appearance. All the joints fit together nicely with ball 
in socket joints, and all make for solid damage resistant 
connections. Mold lines would be hard to find on this 


creature even if there were any and there was no flash 
to speak of. This model has obvious uses as an elemen- 
tal in RPG games as well as its intended role in the 
game of Warlord. 


14265 Xailor the Onyx Defiler 
Sculpted by Ben Siens 


$9.99 
This brute 
comes in four 
pieces (body, 


left | arm/axe, 
right hand/axe, 
sword/ 
scabbard) and a 
40mm plastic 
base. The three 
smaller parts 
are cast on a 
metal tab and 
need to be re- 
moved. This 
was easily ac- 
complished without much effort. All of the parts had 
visible mold lines with the majority of it present on the 
three smaller parts. The sword/scabbard had the least, 
though. The mold lines on Xailor himself were re- 
stricted mostly to some large armor plates and were 
easy to remove, but there were a few down on his ex- 
posed flesh that took a little more time and effort to 
remove properly. Xailor is wearing a lot of heavy plate 
armor that is contrasted with several large sections of 
bare flesh on his legs, arms and back. He also wears a 
fur loincloth and a helmet is strapped to his belt. The 
helmet seems (to me anyway) to be almost an after- 
thought. It appears to be too small for his head and if 
you wanted you could easily clip it off, because it sits 
right on top of his fur loincloth, and add a tiny bit of 
putty to clean up the area. 


He’s big, much larger than a human model and not 
knowing his background in the Warlord universe I’d 
say that he’s probably ogre-sized. He’s posed in a po- 
sition to suggest he’s running forward with weapons 
extended to make a mess of whatever he runs into. As- 
sembly consisted of just connecting the joints where his 
right hand and left army meet up with the body. They 
are both standard male/female joints and went together 
easily. Depending on how you paint up the model I 
think either the armor or the face will end up being the 
focal point. I love the big chunky plate armor, but his 
face is really well done too and it’s sculpted to repre- 
sent a visage of bestial rage and it really delivers. He 
has fairly short hair, but his sideburns are long and 
come down to his jaw. I’m toying with the idea of giv- 
ing him a long, stringy messy mane of hair that flows 
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down his back, but I’m not really secure in my putty 
sculpting so we'll have to see if that idea pans out. 
Aside from a bit more cleaning than usual for Reaper’s 
big guys Xialor is a great figure and one that has uses 
far beyond Warlord. If you want to use him as a half- 
ogre player-character model or even an extra large orc 
you’ve got the perfect model right here. You could 
even draft him into service as the leader of a rank/file 
group of orcs. You’d have to swap out his large base 
for a 25mm one (and he would make it look tiny) but 
the pose is such that he could fit on the base and still 
leave room on either side for troopers. If you can’t tell 
by now, yes, I really like this model and he’s cutting in 
line on my painting table. 


14266 Selthak The Poisoner, Overlord Solo 
Sculpted by Bobby Jackson 

$7.99 

This highly ani- 
mated model comes 
in three pieces 
(cape, lower torso 
and upper torso) 
and depicts an as- 
sassin about to land 
after jumping down 
towards his victim. 
He’s wearing noth- 
ing but leathers and 
a death’s head 
mask, which re- 
minded me a bit of 
a mask you'd see at 
a masquerade ball. The cape is big, long and billowy 
and this is where the figure attaches to the base. The 
two halves of t Assembly is all very straightforward 
and took no time at all, but I would recommend attach- 
ing the cape to the base and then the two halves of the 
figure separately and then priming and painting them 
separately also. If you put the two together you’ll have 
trouble reaching some of the spots on the cape and 
Selthak’s back where the model and cape can obstruct 
each other. The torso come together just above the 
waist in a notched male/female joint that really keeps 
you from putting it together wrong. You can file away 
the edges of the male notches for more freedom of 
choice in assembly, but I appreciate it being made fool- 
proof. Behind Selthak’s head is another small male/ 
female joint where he attaches to the top of the cape. 
Each of the three pieces had some faint, but still visible, 
mold lines but cleaning was really limited and didn’t 
take long. He carries two daggers and if you are so 
inclined they can easily be swapped out for other weap- 
ons, but they suit the figure just fine. 


The picture here may not really show it, but his leather 
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armor is well detailed with buttons and buckles and 
separate pieces of his garb are very recognizable in 
spite of his suit being very form-fitting. He wears thin 
leather shoulder pads that are designed to look like 
skulls. My only issue with this figure is the connection 
to the base. The cape is molded with a standard metal 
tab that fits in a slotta-base, but the connection is prone 
to bending if you’re not careful and could end up weak- 
ening and breaking off. I would recommend securing it 
with epoxy or even taking the time to pin the cape to a 
metal base instead of the plastic one. I really like the 
sense of movement of the figure and it has enough de- 
tail to satisfy those that really want to go to town paint- 
ing him, but not so much that he’ll be a daunting task to 
paint or look out of place as an assassin. Selthak is a 
very cool figure and I liked it very much. You'll 
probably be better off painting it in two processes 
(figure and cape) and then do final assembly, but it will 
be worth it and he would do marvelously well as a 
player-character model. 


14267 General Matisse, Overlord Warlord 
Sculpted by Jeff Grace 
$7.49 

Matisse comes in three 
pieces (shield, wings and 
the rest of the figure). I 
don’t know yet if the 
“wings” have more sig- 
nificance in Warlord 
other than just being a 
cool attachment to his 
armor, but I'll assume 
that they don’t for now. 
He is wearing massive 
heavy plate armor with 
the only flesh showing 
being his face. He has a very stern look on his face, 
which is cleanly sculpted, and long straight hair that 
reaches down to about shoulder level. Detail on the 
plate is very nice with each piece being very distinctive 
and individual, making up the whole armor kit. The 
wings attach to his back via a small pin joint and if you 
decide to leave them off I don’t think it will detract 
from the model at all. If you do, you’ll need a small bit 
of putty to fill the small hole where the pin would nor- 
mally go. 


Below his waist there is also a flowing skirt. His 
shield, which has a glyph sculpted on the front for easy 
painting, fits on to his left wrist at a flat connection. It 
has enough room to pin the joint if you’re so inclined 
but I think it will be ok without one. Each piece did 
need some cleaning. The shield had a visible mold line 
across the top and a bit on the sides and the wings had a 
few tiny bits of flash and some faint mold lines across 
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the bottom section. Matisse needed a bit more attention 
as there were some bits of flash, faint mold lines and a 
thin web of metal between the pommel of his sword 
and the right side of his body. His armor is nicely styl- 
ized without being gaudy. He could easily work as a 
vampire lord or a human fighter, depending on your 
needs and how you decide to paint him. A bit more 
cleaning than with Xailor, but definitely worth it for a 
very cool looking fighter-type. 


14268 Marquise Zora D'Arengo 

Sculpted by Gene Van Horne 

$ 6.49 

Here is the latest addition to the Overlord army in the 
game of Warlord, and this little lady is not to be messed 
with lightly. The model comes in a total of five solid 
cast metal pieces, and there is also a square plastic 
slotta base and a data card. Two of the pieces are orna- 
mental and attach to her back as if they were wings 
(and to be truthful I’m not at all sure WHAT they are 
supposed to be and they look rather awkward). Two 
more pieces are her hands holding their respective 
weapons. In her left had is her jagged evil looking 
sword, while her right hand is swinging a long whip 
that sports another jagged blade on the end. The final 
piece is of course the torso. 


|All the joints are socketed so for the most part the 
joints are fairly good. The exception is hand holding 
the whip. It attaches at the wrist and there is not a 
whole lot of surface for the connection. Then added to 
this is the issue that the whip itself quite long and pro- 
vides a heck of a lever on that wrist, providing for a 
likely place for the model to break even with casual 
use. I would recommend putting a spot of glue on the 
whip where it loops around the back of her to give it a 
second point of support. The detail on the torso of the 
model is quite well done, and there is little to no mold 
line to contend with. 
The four detached 
pieces come 
mounted on sprues, 
so there is some prep 
work involved there, 
though again, be- 
sides the sprue itself, 
there is very little 
excess metal. 
Though the model is 
well balanced, I 
think that this is one 
that you will have to § 
treat delicately. 


14269 Sir Broderick 

Sculpted by Tim Prow 

$4.49 

Sir Broderick is a new single 
piece solid cast model for the 
Crusader army. He comes with 
the standard square plastic slotta 
base and a Warlord data card. 
For detail, this model has got to 
be one of the better model I’ve 
seen this issue. The front of his 
armor and clothes are covered 
with clean precise details, that 
are very distinct, and there is no 
hint of a mold line to be found. The facial features, 
though covered partially by his cloak, are still very 
clear and discernable. As I said, there were no mold 
lines and the only prep work needed for this guy was to 
knock off a couple small burrs and away we went. 
There is nothing sticking out on the model, so the 
model is both hardy and well balanced making it a 
great general use model. Besides captaining his men in 
a game of Warlord, I think this is an excellent cleric 
model as well due to his obviously religious garb, and 
the great big ole head basher his carrying. This is also a 
good model for detail painting enthusiasts/competitors. 


14270 Dantral, Half Orc Hero 
Sculpted by Gene Van Horne 
$4.49 

This is the latest addi- 
tion to the Reven army 
list, and he is a single 
piece solid cast model 
that comes with a square 
plastic slotta base and a 
Warlord data card. As is 
normally the case with 
the Warlord line, this 
model is simply rife 
with detail and has ex- 
cellent body and armor 
definition. He is called 
a Half Ore Hero, but his 
data card lists him as a captain for the game or War- 
lord, and by the looks of him, a fairly good one. There 
are no weak points on him, and he is balanced well, but 
unlike most of the Warlord models I’ve seen, this one 
seemed to have more of a problem with mold lines and 
flash so clean-up took a bit longer than normal. The 
effort is worth it however; as this model is another ver- 
satile one that has uses beyond the game of Warlord as 
this tough looking dude could fill a role or a ranger, 
barbarian, or a fighter with style. 


14272 Blackknife Tom, Undead Pirate 

Sculpted by Jason Wiebe 

$4.49 

It looks like Reaper has really pumped out some new 
sculpts to fill out Razig’s army list. This guy is a ser- 
geant in that army of skeletal pirates. Blackknife Tom 
come in three pieces, as both his hands, and the associ- 
ated weapons in them, have to be glued on separately. 
He of course also comes with the square plastic slotta 
base and a Warlord data card. Both of the hands attach 
at the wrists with pins making assembly easy and the 


joint solid. The rest of the model is good and firm, so 


even though the wrist joints might be solid, they will 
still be the weakest parts of the model.. His right car- 
ries his trusty cutlass, and his left hand wields a single 
shot flintlock pistol. Unlike most of the other models 
in this army, the cloths on this model actually look like 
they belong on some creature that has returned from the 
grave. But still, he is 
better dressed than 
most other skeletons 
that you will happen 
to meet. Really, there 
is not much of his 
showing beyond his 
skull, hands, and bony 
knees. That of course 
also means that there 
is a whole lot more 
detail on this guy than 
you will normal find 
on skeleton models. 


14273 Grim Pete, Undead Pirate 

Sculpted by Kevin Williams 

$4.49 

Grim Pete is another sergeant in Razig’s army of the 
undead. Like the skeletons he leads, he dresses and is 
armed like any other pirate. It’s just that he has no 
skin. Grim Pete in a two piece model with his right 
hand, and the sword that it carries, coming detached 
from the main 
torso. He also 
comes with a 
square plastic 
slotta base and a 
Warlord — data 
card. Seeing the 
models for this 
army brings to 
mind the movie 
Pirates of the 
Caribbean and 
as you might 
guess, they 
could have ex- 


cellent uses in other games as well as in Warlord. This 
model is no exception. Being a skeleton with its arms 
sticking out to the sides, you might think that this guy 
could be easily bent, but in mater of fact he is pretty 
solid, so to bending him won’t happen without some 
effort. His hand and sword attach at the wrist with a 
nice pin so the joint looks to be fairly solid. There 
were some mold lines on his limbs, and a few spurs of 
metal here and there, but nothing that was very difficult 
to remove. As far as your normal run of the mill skele- 
tons go, this guy looks like he may be a bit more of a 
handful than usual. 


14274 Clarissa, Banshee 
Sculpted by Gene van Horne 
$4.49 


Next on our list of new 
models for the Razig 
army is our mistress of 
the waves Clarissa. She 
turns out to be a mage for 
the Razig army, but she 
too numbers among the 
undead. She is a single 
piece solid cast model 
complete with square 
plastic slotta base and a 
Warlord data card. With 
the base, she actually 
stands almost two inches 
tall as she appears to be 
held up, or perhaps she is emerging, from a splash of 
water. There were no mold lines or flash on her, but 
there is a metal support, for her long wavy locks to her 
base, that needs to be cut away. Her data card lists her 
as evil, but there is very little about the model that 
marks her as such thus leaving open the possibility of 
using her in roles that encompass other roles (“lady of 
the lake” or such things). The detail on this model is a 
good cut or two above the norm with excellent facial 
features, body contours and garb. I think that this is a 
cool model for Warlord and a cool non-player character 
model for any fantasy RPG game as well. 


14276 Skeleton Chain Gang 

Sculpted by Kevin Williams 

$10.99 

When you first open the package you will be delighted 
to find three figures, each of a different pose. These 
swashbuckling skeletons live up to their name. For 
weapons they wield a length of chain in each of their 
bony hands. Now, the hands with chains are separate 
from the main body of the figure. I like this plan as 
you can attach the hands to the wrists in whatever fash- 
ion that you desire so that the chain may extend in all 
sorts of directions. The figures’ attires are quite mari- 


time in nature, with bandanas and wide-lapelled coats. 
The detail work on these models is quite impressive. 
The individual bones are very apparent and individual. 
The clothes, belts and pouches are all well addressed. I 
found little to complain about in the molding. The only 
distractions were slight mold lines along the top and 
bottom of the arms of two of the figures. But, they can 
be easily removed with a small file or a fine knife. 


As bloodless (and fleshless) freebooters go, these guys 
are just what any good pirate captain could ask for. So, 
if you think you are up to commanding a Chain Gang 
hurry down to you local hobby store or on-line mer- 
chant and pick up a few of these guys. I doubt that you 
will be disappointed. 


14277 Skeletal Harpooners 

Sculpted by Kevin Williams 

$9.49 

This blister is another of the new additions to the 
Razig’s army list. There are three models that come in 
the blister, and all three are in different poses. Each is 
a solid cast single piece model and I have to say that 
they are the best dressed skeletons I have ever seen. I 
think that these lost souls don’t realize that they are 
actually dead (or should I say undead?). Each is armed 
with a long harpoon that can be bent without too much 
trouble, in fact, I had to slightly straighten all of mine 
when the came out of the blister. Being skeletons, 
there is ot a whole lot of detail on these guys but as I 
said, they are wearing the clothing you might see on 


any self respecting pirate so these are not just simple 
skeletons. Also, the harpoon itself is relatively ornate 
with several wicked looking barbs. Mold lines, flash 
and any other excess metal are all kept to the barest 
minimum on these models, so with the exception of a 
little harpoon straightening, these guys were nearly 
ready to be painted straight out of the blister. 


14278 Zombie Recruits 
Sculpted by Kevin Williams 
$ 6.99 

This blister comes 
with two different 
single piece solid 
cast models. Also 
included are two 
square plastic slotta 
bases and a data 
card. The models 
are fairly simple in 
design, but they are 
not your normal 
zombie figures. These guys may not be the zombies 
that you might picture in your “minds eye”, but they 
are definitely figures that I put in the “fun” category. 
The primary thing that will distinguish these dudes as 
zombies, will most likely be the paint job as both of 
them look to be either fresh recruits within the ranks of 
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the undead, or else they have been VERY well pre- 
served. One has a noose around his neck that trails 
down to the loose end of rope that presumably was his 
original cause of death. Both are wielding swords 
which is also a bit “unzombie” like, as far as the stereo- 
typical zombie goes at least. Neither model has any 
real weak points, nor do they have any balance issues 
though their poses make them look like the zombies 
themselves may not be to stable on their feet. These 
models obviously have use outside the game of War- 
lord, in fact due to the look of them I would expect that 
any long lost cave containing pirate treasure should 
probably have a few of these guys wondering around. 


16522 Warlord Mercenaries: Lupines 

Sculpted by Werner Klocke and Ben Siens 

$39.95 

Inside this box set you get seven figures that make up a 
750, well 749 to be exact, army for Warlord. It also 
contains a d20, two tiny d6, color data cards, an army 
list printout, and a double-sided set of quick start rules. 
All of the figures in the box have been previously re- 
leased, but are gathered up here at a discounted price. 


details 


CELTOS 


The group consists of a Lupine Lord (14030), a Lupine 
Shaman (14032), two Lupine Ragers (14031), two Lu- 
pine Rangers II (14239) and a wolf familiar for the 
Shaman. 


Each of the figures, except the wolf, requires assembly 
of some sort and all of them had either some bits of 
flash that needed cleaning or some mold lines that 
needed to be filed. Assembly of the Ragers was the 
easiest as they only required the right arm/sword to be 
attached at the shoulder to the rest of the model. These 
two wear leather harnesses and a few bits of plate ar- 
mor. The other Ragers don’t carry weapons and both 
arms and their tail needs to be glued into place. One of 
them had a thin “web” of metal between his legs that 


BRIGADE MODELS 


re 
eltos 


Brigade Models - The new home of Celtos 


Brigade Models are pleased to announce that we have acquired the full Celtos 
range of rules and miniatures. Expect to see new releases and expansions to 
all of the races in the near future. See our website or send SAE for further 


Brigade Models 


35, The Hawthorns 


32 


Greenacres 
Aylesford 
Kent 

ME20 7LJ 


enquiries @brigademodels.co.uk 


/www.brigademodels.co.uk 


needed careful trimming. The only ar- 
mor these guys wear is a set of bracers. 
The Shaman has a single piece to glue 
on. It’s a backpack that also sports a 
totem, a bedroll, a human skull and a set 
of bagpipes. The bedroll looks a bit 
small for a figure this size, but the bag- 
pipes are a nice added detail. The Lu- 
pine Lord has just one piece, left arm 
holding a horn, to attach and there were 
also some small metal “webs” on this 
guy too. He is wearing significantly 
more armor than any other figure in the 
set. There is no assembly, other than 
gluing it down to a base, needed on the 
wolf familiar and it needed the least 
cleaning attention of the set. 


All of the figures in the set are nicely 
detailed. All of the figures, except the 
Ragers II, were sculpted by Werner 
Klocke and those have the same kind of 
fur detail and general look to them. The 
Ragers II (the Reaper website credits 
Ben Siens with the sculpting work, but 
the tab on the figure is stamped with T. 
(for Tim) Prow so I can’t be 100% sure 
who sculpted them) are a bit different in 
appearance in that they have sections 
without fur and the fur itself is a bit 
shorter and less wavy than with the rest 
of the group. Even with that said it’s not 
like they stand too far out from the rest 
of the group and the box set, as a whole, 
definitely looks like it goes together. 


Without any hesitation I can recommend 
that the Lupines will make great proxies, 
or additions, for a Wolfen army in Con- 
frontation. The box set would also set 
you up nicely if you’re a GM that wants 


to throw down a werewolf themed adventure or en- 
counter. Additionally, the savings of over a third off 
the regular retail price is great too! 


Reviews by Mark Theurer, 
Clay Richmond and 
Brian Ahrens 


: tx Warpworlf - Heavy Warbeast 
»PRIVATEER-PRESS This big 'un has seventeen parts that make up the com- 
= a 5% plete model. Twelve of them are spikes that get glued 
on to his shoulders and down his back, but it's still a 
bunch of pieces. The other five pieces are two arms, a 
tail and an upper and lower half of the body. Mold 
lines were present on most of the parts, but they were 
very faint and there were a few bits of flash here and 
there. The tail fit perfectly onto the lower part of the 
} torso and the slid into place fine, but don't have a ball 
_ & socket joint that you're probably used to from vari- 
ous Warjacks. There was a small gap between the up- 
per and lower torso when they were put together and 
I'll be adding a tiny bit of putty to fill it in and 
strengthen the joint and you might consider pinning this 
connection. It's nothing that requires an expert mod- 
eler's hand, though. 


All three of the beasts have good detail and their fur is 


PIP 72001 Circle Orboros Warpack well done and will be easy to paint to a good stan- 
$49.99 dard. In fact, I think that the Orboros box set will be 

the easiest of the four released to paint and get on the 
Kaya the Wildborne - Warlock table. That's why I'll be using them in our first (coming 
Kaya comes in three pieces (body, left arm and right soon) Hordes battle report. 


arm holding her staff) and there was only a small 
amount of cleaning needed before assembling her. The 
only visible mold line was on her cape and it was pretty 
faint. Her staff was bent a little in shipping but it was 
easy to get back into alignment. Her left hand is kind 
of sticking out on its own and is probably the weaker of 
the two connections on the model. It's a small connec- 
tion but you might consider pinning it if you can. Her 
right arm and staff fit into place fine and she was ready 
to prime in just a few minutes. I found Kaya's face to 
be very striking and smoothly sculpted. She's wearing 
metal (armor plates) and leather (boots and cloak) and 
would make a great druid player-character model if you 
need/want her to do double-duty. Her armor plates are 
nicely detailed with raised etchings that will make them 
easy to pick out when painting and there really are no 
terribly fiddly bits to drive you nuts. 


Argus - Light Warbeasts 

There are two of these puppies in the box set and each 
is assembled using five parts (right side, left side, two 
heads and a tail). The seam where the two halves of 
the body come together is visible but I don't think it 
requires any putty to fill. It's small enough that the 
glue you use should fill most of it and after painting it 
shouldn't be noticeable at all. There were a few bits of 


flash to clean on some of the parts but there were no PIP 74001 Skorne Warpack 

visible mold lines on them. There are not really any $49.99 

posing options for the Argus but you do get two differ- 

ent sculpts, which is a very nice touch. One is sort of Warlock Master Tormentor Morghoul 

leaping forward while the other is in more of a run. Morghoul, the Warlock of the set, comes in three 


pieces and was definitely the easiest of the group to 
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assemble. Two hands that end in very large claws at- 
tach to the body at the elbow. The resulting pose is 
pretty dynamic and evokes an appearance of movement 
as if the model is slashing with the claws. Morghoul’s 
armor is very ornate and is sculpted with lots of 
‘etchings’ into the armor that will easily look good af- 
ter either an ink wash or careful dry brushing. The up- 
per arms and part of the jaw is exposed, but he vast ma- 
jority of the figure is armored. Mold lines were pre- 
sent, but not cleaned up easily, on the arms and cape 
and there was a tiny bit of flash on one arm that needed 
to be removed. The cape has flowing folds in it and 
ands in a nicely detailed trip that is also sculpted with 
little squiggly lines that will be easy to make stand out. 
Outside of Hordes Morghoul would make a very good 
evil boss for a party of adventurers to tackle. 


Cyclops - Light Warbeast 

The two Cyclops (is the plural cyclopses, cyclopi, cy- 
clopean?) that come in the box are both made up of 
multiple pieces, but they are in slightly different poses 
and that’s a plus in my book. The bulk of the figure is 
the upper and lower torso which is one piece. Each 
sword, of the two-handed variety, is a separate piece 
with the hands molded on to the hilt. The arms connect 
to the body at the shoulder and instead of a normal 
male/female joint these are still of the same type, but 
are square(ish) pegs instead of round ones. This does 
restrict some of the movement when assembling the 
model but also makes it much easier to get the two 
shoulders, two wrists and sword to line up correctly. I 
appreciate the extra effort that was gone to in designing 
the joints to facilitate easier assembly. A small spikey 
bit goes on their right shoulder and just glues right into 
place. The head and back banner do the same, glue 
easily into place, but I might recommend painting the 
banner separately from the rest of the figure and then 
gluing it into place. There are lots of places to put pins 
if you like, but I don’t really think it’s needed with 
these models. Each wears significant amounts of plate, 
but a lot of the model is also wearing simple cloth. 
They are sculpted with lots of detail and might be a bit 
daunting for a novice painter. I like them very much 
and think they will also serve well as ogre-like mon- 
sters ina D&D game. 


Titan Gladiator - Heavy Warbeast 

Last in the box is the heavy warbeast, a Titan Gladiator. 
Get your modeler’s hat on for this one, kids. Fifteen 
metal pieces make up this monster and there was a bit 
of cleaning to do on each one of them before starting 
assembly. The lower half of the torso comes in two 
pieces, the right and left leg are both connected to half 
of the lower torso area. Once put together via simple 
male/female joints you'll be left with a large void down 
in the middle where all of his guts would be. You'll 
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also have a similar void up top. The figure would be 
significantly heavier if it was solid metal and I’d expect 
it would have been cost-prohibitive too. Once glued 
together you may still have a very small gap between 
the sides that you'll either need (if it’s visible) to fill in 
with green stuff or some filler-type superglue. The up- 
per part of the body is made up of a large top/back 
piece that sports two large arms, minus hands, and a 
front/chest piece that has two smaller arms, also miss- 
ing hands, coming out. Yup, it’s a four-armed ele- 
phant-ish beastie! The gaps on the top half were a bit 
more visible than on the bottom and you'll need to do 
some filling on them. The upper and lower halves 
come together you should also expect a few more gaps 
that will need filling. Ok, so I’ve already informed you 
of three places where the model (and this is definitely 
more of a model making exercise than just dropping a 
miniature on a base and priming it) needs some putty to 
fill gaps. I’m not trying to scare you off from the beast, 
because it’s the single miniature that I looked at when I 
saw the Hordes previews and said, YES!!! Plus, my 3- 
year old daughter said, “Dada, that’s a elephant!” to 
me, it’s worth the extra work (for game and aesthetic 
reasons) but you should be aware that it’s going to in- 
volved more work on your part than other models. 
Anyway, back to assembly. Each big arm and little 
arm ends in a stump where a heavy bladed fist fits. No 
gap issues with these, just glue and place. Four pieces 
make up the head, upper and lower portions and two 
large tusks. He’s got a big, open mouth full of teeth 
and a big tongue. Two large shoulder plates and a back 
banner finish off the model. There’s lots of exposed 
elephant, sorry Titan Gladiator, flesh to go along with 
the many nicely detailed bits of plate armor. I love this 
model and fully plan to use it as a monster in my D&D 
game in addition to on the battlefield in Hordes. 


To date I’ve been able to review three of the Hordes 
box sets and the Skorne set definitely required the most 
construction time and also, in my opinion, will take 
longer than the others to paint. This isn’t a bad thing at 
all but it may be a bit intimidating for a brand new 
modeler and painter. For me, I look forward to the 
challenge of putting them together and getting them to 
look great on the battlefield. 


Reviews by Mark Theurer 
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can find free downloads of several modern vehicles at 


the MegaMinis website (www.megaminis.com). 


90002 Skeletons $19.99 

In this blister you get 24 undead grunts (just barely 
80001 S.W.A.T. Team $19.99 over 83-cents per figure) in twelve poses. You get four 
This blister holds each of Macemen, Axemen, Swordsmen and Bowmen 
20 figures repre- i and an assortment (one each) of eight other skeletons 
senting modern} x Ke Se) tanging from a drummer to a spearman to a hero. The 
S.W.A.T. team set immediately reminded me of my initial D&D days 
members. In the (blue and red box set for those of you old enough to 
pack you get eight remember) of playing with Grenadier and Ral Partha 
different poses (1 figures. Yes, there’s a nostalgia factor here that helps 
with battering ram, me like the figures, but they are also quite useful to a 
2 snipers, 5 holding new GM that might not have a box full of skeletons 
a pistol with both lying around. Additionally, I think that these would 
hands, 2 with as- even be cheaper (or at least very close) to those that we 
sault rifles, 2 more used all those years ago. They are certainly cheaper 
with assault rifles, 2 ; than metal or plastic figures out today and while their 
with pistols in one ; detail is not as sharp (and they are a bit shorter) as 
hand, 2 kneeling many other figure lines out today they are still just as 
with rifles, 2 with usable as waves of skeletons to be tossed as your he- 
shotguns and 2 with roes who are exploring a dungeon. Cleaning of the 
what looks like pis- skeletons took a bit longer than the S.W.A.T. team 


tols and grenades). They are all single-piece figures above as there was a bit more flash (fewer visible mold 
with integrated (non-textured) bases. So, how do these lines) and there was some webbing between some of 
99-cent figures compare to those that cost between a the arms that needed to be cleaned away. Like the 
couple to several dollars each? Not too bad really. The S.W.A.T. team I feel that a simple painting scheme will 
detail is definitely not as crisp as on higher priced fig- do these guys just fine. 


ures and some of the faces are a bit flat, but they still 
have discernable detail. Cleaning was pretty quick 
with some little bits of flash on each figure and about 
1/3 of them with a visible, but pretty thin and easily 
removed, mold line. All of them have the same armor 
on so they fit together as a group just fine. They are a 
bit shorter than some other modern-ish figure lines out 
right now (Infinity and Rezolution) but if you mount 
them on a round plastic base they will look much closer 
to the same scale. They are, however, very close to the hordes, cannon 
same size as Foundry’s line of modern miniatures fodder, or what- 
(which I use and put on round bases myself) so the dis- es fever else you 
crepancy in size is something that you’ll notice but is want to call them. 
not too hard to work with. They will die in 
droves and you 
won't worry too 
much about put- 
ting them down 
on the table just to 


Both of these sets 
pull off what they 
intend to do. 
They are not try- 
ing to be ultra 
detailed — show- 
piece figures. 
They are mobs, 


So, what am I (and maybe you) going to use these guys 
for? I find them immediately useful as corporate secu- 
rity types for Rezolution. Some of the pistols have a 
slightly futuristic look to them and I think that they can 


be tossed in as cannon fodder for both sides of the bat- pick them back up a few minutes later by the handful. 
tle to chew on. They would also do just fine as grunt If you’re on a budget then these are definitely a bargain 
security forces in a mundane or fantastic modern or to be looked at. 

near-future sci-fi rpg. They won’t be guys that you’ll 

be entering into a painting competition, but I think a Reviews by Mark Theurer 


basic three color paint scheme will make them more 
than usable on your gaming table. Additionally, if 
you're a fan of cardstock terrain (as I’m becoming) you 
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280403-0032 Haqqislam Starter Pack 

30,00 € 

In this starter pack you get six figures for the newest 
faction in Infinity, Haqqislam. The cover of the box 
itself has four counters printed on one of its sides so 
you'll want to cut those out and add them to your pile 
or box of Infinity counters. 


The guy in red, second from the left at the bottom of 
the page, is a member of the super-soldiers known as 
The Red Turbans. He comes in four pieces and all of 
them needed a bit of cleaning. The mold line was visi- 
ble on part of his jacket and needed to be filed down. 
This took just a few seconds. His left arm connects at 
the shoulder and wrist so there’s really no way to put it 
on wrong. The right arm carries an assault rifle that fits 
easily into place. There is no exposed flesh on the 
model and it’s an interesting mix of armor and a flow- 
ing jacket. 


The leftmost figure is a Hunzakut, a master of infiltra- 
tion and ambushing enemies. There is a bit of exposed 
flesh, but his appearance is similar to that of the regular 
infantry. He comes in three pieces and needed some 
cleaning, but nothing excessive. Along his belt you'll 
find some pouches, a canteen and a knife. In addition 
to an assault rifle he carries a portable repeater which 
extends the range of nearby hackers. 


The rightmost trooper is from a special tactical group 
that is more heavily armored than regular troopers and 
it shows on the model. There’s no exposed flesh and 
his armor is a bit bulkier than the regular infantry. His 
right and left arm were molded on a metal tab and those 
two pieces needed a bit of cleaning attention but the 
body of the model was clean. 


The other three models are all part of the Ghulam in- 
fantry and are dressed in similar armor and are all 
armed with assault rifles. All three are single-piece 
models and each needed more cleaning than the other 
figures looked at. None were flawed, but the mold 
lines were visible on some of these three when they 
were not on others. There were also a few bits of flash 
that needed to be cleaned off of each of them. 


Even having a few multi-piece models the set is easy to 
put together and the figures are all beautifully sculpted 
and have crisp, clean detail. Definitely a winner. 


280404-0033 Ghulam Infantry (Doctor) 

7,00 € 

This female addition to the Ghulam Infantry is a field 
medic and comes in four pieces. An assault rifle gets 
slung on her back and she carries a small pistol-like 
device (maybe it’s a medical thingy) in her left hand 
while loading something into it with her right hand. 
It’s a faily large object that she’s loading into it and I 
don’t know if I want to get shot with it either way. Her 
armor is in the same style as the 
rest of the regular infantry and 
she'll fit in just fine. The fourth 
piece is some kind of technological 
equipment, surley medical in 
nature, that glues onto her belt. 
The main figure needed no 
cleaning at all, but each of the 
smaller pieces had a small bit of 
flash. Mold lines were basically 
non-existant. Her bodysuit and 
armor is nicely detailed without 
being overdone and should not 
intimidate novice painters. 


280405-0034 Janissaire (AP Rifle) 

7,00 € 

Now we come to the last figure in the Infinity reviews 
and what is probably my favorite of all of them. The 
Janissaires with assault rifle comes in three pieces and 


glues together very easily. 
He’s cradling his rifle in both 
arms and looks like he belongs 
on a_rooftoop somewhere 
= laying down a curtain of fire on 
his enemies. The pose is static, 
but it’s just very cool to me. 
He’s wearing much more armor 
than any of the other figures 
and has no exposed flesh at all. 
The whole model has a very 
robotic or cybernetic feel and 
look to it and maybe that’s 
what makes it my favorite. It’s not overtly or 
obviously a robot, but it has rivets, wiring, tubes, vents 
and all sorts of stuff that add to its hi-tech appearance. 
There were a few small bits of flash on the body of the 
model, which took all of ten seconds to clean, and the 
other two pieces each needed just a second or two to 
clean up a bit of flash. Like the Doctor, the mold line 
was undetectable. 


280406-0038 Janissaire (HMG) 

7,00 € 

This is the second version of the currently available 
Janissaires and he’s armed with a heavy machinegun. 
Four pieces go into the assembly of the figure and the 
arms went onto the body easily via male/female joints. 


Cleanup was about normal 
for Infinity guys meaning 
that there were some bits of 
flash and a slightly visible 
mold line in places but 
nothing excessive and no 
defects. He’s dressed in the 
same type of armor as the 
previous Janissaire and is 
also just a very cool looking 
figure. If you’re not into 
Infinity I could easily 
recommend using them for 
other sci-fi games. 


280407-0041 Remotes 

22,00 € 

These two robots come in a medium size box that is 
really fart too big for them. Truth be told, the figures 
could easily fit into a standard Infinity blister with 
room to spare. The box does serve to give you three 
couters to use with the models in the game and also 
provides pictures of assembly options, but I think this 
could have been done just as well on a card or two and 
still fit in the blister. Also, The bases supplied in the 
box are not the textured ones that appear in the picture. 
They are regular flat round plastic bases, which are 
certainly fine, but just don’t expect the ones that you 


uf 


oA 


Infinity is a product of Corvus Belli S.L.L. c/Seixo, 13. 36940, Cangas, Pontevedra. 7) 
Tfno-Fax: 986 3002838 Contact us at infinity@corvusbelli.com 4 


or www.corvusbelli.com & www.infinitythegame.com 


Er? 


A 


together just fine but there were some extra bits of 
metal on the tab that needed to be clipped away. I like 
the windswept hair and cloak as it adds a bit of 
movement to an otherwise fairly static model that’s not 
in a combat pose. Details were all very crisp and clean 
and her armor is in the same style as her counterpart so 
they’ll look right at home in the Aridsna lineup of 
figures. Yup, like her very much and need to get her 
painted. 


280205-0015 Dronbot Remotes (REM) 

22,00 € 

This box set comes with two models than can be outfit- 
ted in any of the four PanOceania Dronbot versions 


see in the picture. The robots are each made up of available (or make up one of your own for that matter). 
multiple pieces and I’d recommend using some These guys are pretty interesting little models, and they 
tweezers while gluing parts together to make sure that are essentially a walking weapons platform except for 


you don’t get stuck to the parts yourself. Even with all 
of the little bits I didn’t find assembly to be very 
difficult, but each of the little parts did need a bit of 
cleaning before assembly could start. 


I really like the look of the other small remote robots 
and these are no exception. They don’t have the 
spider-like appearance of the Yu-Jing or PanOceania 
remotes, but they look sort of like hopping insects to 
me. 


I’ve been impressed with all of the Infinity figures I’ve 
seen to date and these are no exception. They are 
easily as good as the Ariadna and PanOceania that I’ve 


looked at before and fit in perfectly with the sleek style one version which is just a walking electronics pack- 
of the game. They are not chunky or exagerrated. If age. They do have some other useful abilities for the 
you're not playing Infinity these might be the figures to game of Infinity, depending on the version you use, but 
draw you in, but they also have huge possibilitie in any I'll leave that up to you to check out. Each of the two 
sci-fi rpg or could even do double-duty in other models come in six pieces not counting the extra 
tabletop games. “version specific” pieces of which there are six. Of the 
version specific pieces, there are no duplicates, so you 

280110-0036 Ariadna Scout (E/Mauler) can only build up one of each version. Plus, the first 
7,00 € and fourth version (the Pathfinder and Fugazi versions) 
Oh, a new model for my Ariadna army! This female use two of the same pieces, so only one or the other of 
scout/sniper is similar to the earlier one that was these can be built and not both. For the base model, 
released in that she’s carrying a large caliber sniper before modifications, there are two pieces that fit to- 
rifle and has her face covered. Other than that the pose gether to form the legs. Then the main chassis sits on 
is significantly different as she is kneeling, while top of this with a very nice ball in socket joint. The 
planting a device into the ground and while her cloak is final two pieces fit in the back as the exhaust manifolds 
also blowing in the and what I assume are electronic modules or antennas 

wind it’s not as of some sort. For the extra modifications you have a 

wrapped around her as Missile Launcher, a Combi Riffle, a HMG, a 360° visor 

with the first scout. and the last two pieces go together to make what I think 

is a repeater or sensor. There are good drawings on the 

Her assembly was made box to show you what each of the different versions 

up of four pieces (body, should look like, and also pictures showing you close- 

rifle, backpack and ups at different angles so you know exactly how to put 

hand carrying the tech the models together (sure wish more companies would 

device) and it went do that). There is a whole lot of detail, and odd shapes 
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on these models, making them some of the more unique 
robotic models I’ve seen. They sit low to the ground 
(only about an inch tall with base) and the base is over 
an inch and a half in diameter (4 cm) so they are more 
than stable. There are several spurs here and there left 
over from the casting process, but these come off easy 
enough and don’t cause any problems. These a solid, 
very cool looking models, that I imagine you are going 
to want more than just one set of. 


Reviews by Mark Theurer and 


Clay Richmond 


games 
ABG3002 APAC Bishoujo Senshi (2) $8.99 

After reading about them in the rulebook these two 
schoolgirl assassins are really what made me want to 
paly APAC in Rezolution and I've finally got a couple 
to add to my crew. You get two different figures in the 
blister, one with two blades in a combat pose and the 
other holding an SMG at her side. They are both wear- 
ing big platform shoes, mini-skirts and belly shirts 
showing off their midriffs. 


Both had either some flash or visible mold lines, but 
they were in places that were easy to clean and didn't 
take very long. Both can easily be secured on the 
texutred bases from Aberrant Games. Detail on both is 
good and clean and their faces definitely have an Asian 
look to them. They are very well done and fit in nicely 
with the rest of the APAC models. They are, however, 
a bit older in appearance than the artwork in the rule- 
book. Having them look a bit older does lend them to 
be used in other games the most likely of which would 
be a modern or near-future game whether it be mun- 
dane or fantastic. 


be 
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Even with the bit of cleaning that they both needed they 
were ready to base and prime in just a few minutes. I 
think the Bishoujo Senshi are one of the greatest possi- 
bilities in the APAC army to really go wild and have a 
diverse looking set of figures that all still realistically 
go together. The only downside to these figures for me 
is that they won't be ready to use in our Rezolution bat- 
tle report. 


ABG 5009a Ronin Shootist (Female Leaping) $5.99 
This mercenary gun- 
fighter comes in two 
pieces with the right 
arm/pistol needing to 
be removed from the 
same tab that the rest 
of the model is molded 
on. She is wearing a 
skin tight bodysuit and 
is running right at 
whatever she's shoot- 
ing at. Once the right 

arm is glued into place she has both guns trained 

straight ahead of her. She has a short haircut and a 

one-piece visor covering her eyes. Her pistols are 

much more boxy in appearance than the other Ronin 

Shootist and I like them better than the more curved 

appearance of the former's guns. 


The mold line was visible running down her left cheek 
and on both legs. The ones on the legs were the easier 
to clean and you'll need to be careful not to damage the 
lips on the model when cleaning the one on her cheek. 
The right arm glued into place without a problem. 
There's not a lot of tiny detail bits on the model and I 
suspect she'll paint up quickly and easily. I like the 
pose of the model, but it's going to be difficult to place 
her on one of the textured bases because the whole 
thing would only be connected to the base by the toes 
on her left foot. I ended up leaving mine on the slotta 
base that it came with. 


ABG 2007 — CSO ‘Stomper’ Warbot Box Set 

$ 34.99 

This is one heck of a model, and should pose at least 
something of a challenge for even an experienced mod- 
eler. The model comes in a grand total of eighteen 
solid cast metal pieces and that does not even count the 
round metal base it stands on, or the Data card that also 
comes with it. Once assembled, this mean machine 
stands about three inches tall, and the base is two and a 
quarter inches in diameter. 


Obviously this is going to be an eye catcher on the bat- 
tlefield. I say that this guy is a bit challenging since it 
took me far longer than normal to figure out how to put 


it all together. In fact I had to call up the picture that 
Aberrant Games has on the web and study it pretty 
closely, and even that did not answer ALL my ques- 
tions. Eventually I did figure it all out though, but it’s 
tricky enough that maybe some instructions might be in 
order. There are nine primary pieces, and nine smaller 
secondary pieces (I’m only calling them primary and 
secondary due to their size). The secondary pieces 
come mounted three to a sprue, where all the 
primary pieces are all separated. For primary 
pieces, we have two legs, a torso which is di- 
vided up into three pieces, two weapons, and 
two heavy shoulder pads. The torso and legs 
are very easy to figure out how they go to- 
gether and which sides of the torso are sup- 
posed to face front is easily determined by 
looking at the picture on the box. The joints on 
this section are all very substantial with good 
posts and/or lots of contact between the parts. 
There really shouldn’t be any strength issues 
here. This next part though is a bit dicey. Two 
of the pieces on the sprues are the upper arm 
sections that attach into the carapace with a 
short pin, and by itself, I think the joint would 
be just fine. But then on top of that upper arm 
piece is mounted the heavy shoulder pad 
(which is actually bigger than the arm piece) 
and off the end of the arm you hang the 
weapon (and that guy is like at least twice the 
size of the arm piece). It just seems like a lot 
of weight suspended perpendicularly away 
from the body for that single pin to hold. I sus- 
pect that anybody grabbing the model by the 
arms without being careful will likely break 
them off. The rest of the secondary pieces go 
on easy enough if you figure out where they go 
(and once you find where they go it seems ob- 
vious). We have two toes, two tail pipes, two 


belt of ammunition for its Mini-gun. The toes and tail 
pipes I’m not entirely sure why they come as separate 
pieces, perhaps a process issue, since they all mount 
next to toes and tail pipes that are molded as part of the 
legs. Those pieces, as well as the knee covers all have 
posts to guide and hold them and their joints are just 
fine. The final piece to fit on is the belt ammunition for 
the mini-gun. 


Once together, the model is an awesome looking piece 
and it has a good center of gravity and a nice large base 
(not to mention that it has some weight to it) so it 
shouldn’t be falling over by accident. As for flash and 
mold lines, for a model this big they did an admirable 
job. There are tabs left over from the injection process 
on most of the big pieces, but besides that and the 
sprues I mentioned, there is little in the way of clean up 
required. All in all this is a great looking model and I 
can’t wait to get it into battle. 


Reviews by Mark Theurer and 
Clay Richmond 
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MEO1086 Vambrace, Guardian Construct 
Sculpted by Chaz Elliot 

$12.99 

The Guardian Con- 
struct comes in five 
parts and is about 
ogre-sized in terms 
of height. Both arms 
are separate piece 
and each glues easily 
into place. The pose 
is pretty action- 
oriented with a large 
bladed weapon held 
in the right hand be- 
ing stretched out in a 
position that  sug- 
gests it’s about to 
come down and cut 
some poor adven- 
turer in half. The 
bladed weapon actu- 
ally has three blades 
on it along with three 
(one a separate piece) spiked balls on chains there to 
bonk you on the head if somehow the blades don’t get 
you. It’s definitely a highly stylized weapon that has 
many glyphs sculpted on its surface. The left arm 
holds a shield, also covered in sculpted glyphs, that is 
held close to the chest of the model. The head fits eas- 
ily into a nook and behind the head you can see clock- 
work mechanisms which are a nice touch of added de- 
tail. If you want the clockwork gears to show up when 
you're painting the model you'll probably want to paint 
the head separately from the rest of the mode and be 
sure to highlight the gears before gluing it into place. 


The bulk of the model is obviously the massively ar- 
mored body which is stacked with heavy plate armor. 
The construct retains a humanoid appearance but is 
clearly an automaton. The legs of the model are bent 
slightly at the knee to simulate it coming down with the 
swing of its weapon. Cleanup was very minimal and 
the model was quite easy to assemble. My first thought 
would be to use the Living Construct as a Shield 
Guardian for an evil boss-Mage in D&D, but it could 
also be dropped into an Iron Kingdoms campaign quite 
nicely due to its mechanical nature. This is one mag- 
nificent piece of mechanical mayhem! 
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MEO1065 The Bull. CageCon Special Edition 
Sculpted by Tim Prow and Tom Mason 

$9.99 

Four pieces make up this ogre who’s armed with a 
rather large hammer and a chain that ends in a large 
bladed implement of killing that reminds me a bit of a 
boat anchor. The part that will end up hitting your 
character is probably at least half the size of him and 
will make a significant mess when it connects. The 
Bull is standing erect and when assembled the hammer, 
in his left hand, is held in a more resting or ready posi- 
tion while the chain is being thrown out. The chain 
weapon is actually made up of two pieces with a length 
of chain, that’s longer than a regular man-sized minia- 
ture is tall, connecting just below the bottom of his 
right hand. This joint, made up of two links in the 
chain, has me a bit worried because I don’t see a really 
good way to reinforce it and I can see it getting bumped 
into something if you’re not careful. One way to help 
this might be to increase the basic “footprint” of the 
miniature by basing him on a larger base instead of the 
25mm square one that he comes with. This might help 
reduce the number of things in close proximity to the 
bottom section of chain. His upper half has little in the 
way of armor except for shoulder pads and a heavy 
leather sash across his chest. A leather skirt and pants 
cover his lower half and the pants, for some reason or 
another, remind me a bit of a biker’s leather pants. Not 
sure why, but they do. There were visible mold lines 
on all four of the parts that needed to be cleaned but 
there really was n o flash to speak of and no defects on 
the model. Both hand/arm pieces fit onto the body with 
standard male/female joints and could easily be pinned 
if you wanted to, but I don’t really think it’s necessary. 
He’s more of a tall and thin ogre rather than the more 
stereotypical big and fat ones, which is not a bad 
change of pace at all. I was kind of surprised to see 
two sculptors credited with the piece, but I could not 
tell what one of them did versus the other. In addition 


to normal fantasy character and monster applications I 
could see The Bull being used as a unit leader in a 
group of ogres. Sure, he’d be much more svelte that 
his comrades, but maybe he’s living the low-carb life. 


MEO1035 Dawn, Fallen Archon 

Sculpted by Gael Goumon & Chaz Elliot 

$9.99 

Here we have five parts (two wings, lower left leg, 
right arm/weapon and the rest of the model) that make 
up this flying female warrior. There were some bits of 
flash here and there on all of the parts, except the sepa- 
rate lower left leg, and mold lines were visible, but 
pretty faint, again on most of the parts. Assembly went 
off without a hitch as the left leg and arm/weapon fit 
onto the model via a male/female joint that didn’t leave 
any kind of gap at all and the wings had similar joints 
on her back. 


She’s in full plate armor, but not the bulky, heavier 
kind that you’d find on a frontline trooper. It looks 
lighter and more sleek, befitting her airborne nature. 
The weapon is a bit unusual as it really looks more like 
some kind of holy symbol or magic item than a tradi- 
tional weapon with which you’d cleave someone in 
two. The armor is very nicely detailed with lots of styl- 
ized features, but they are raised on the model to make 
painting it a bit easier. 


I have to admit that I was skeptical about the balance of 
the figure’s balance considering that it’s perched up 
upon that wisp of smoke and has the wings and cape 
high up and sticking out. I found that mounting the 
model on one of Magnificent Egos’ metal bases pretty 
much resolved any of my concerns and the model 
ended up being remarkably well balanced. Of course 
you can tip it 
over, but you can 
do that with any 
model if you 
really want to. 
You also have the 
ability to adjust 
the center of grav- 
ity of the model a 
bit by bending the 
column of smoke, 
but be very care- 
ful if you’re going | 
to do this as you 
could weaken that 
part of the model 
and eventually — 
break it. Then 
you'll be stuck” 
trying to find a 


new way to create the illusion of her being in th e air. 
If you’re still concerned about the balance of the model 
you could mount it on a slightly larger round base, like 
those that fit under light warjacks and warbeasts in 
Warmachine and Hordes. 


MEO1083 Jsartan, Storm Giant Conjourer 
Sculpted by Tom Mason 

$24.99 

The Storm Giant is a two-piece model that is cast 
mostly in an off-white colored resin, the “green” is pic- 
tured above but it looks exactly the same. The right 
hand, holding a very large spear, is cast in metal and 
the whole rest of the figure is a single large resin piece. 
It's just big as big can be. Coming in at 5" tall from the 


_, bottom of his feet to the top of his head he's just damn 


tall! His upper torso is devoid of armor except for 
some bracers and an ornamental breastplate. Muscle 
detail is really nicely done without being over the top 
and the hair and face are also very cleanly sculpted. 
His lower half is wrapped in a long billowy cloth gar- 
ment that has many very well detailed folds and there 
are many extra bits of detail around the waist of the 
figure. I found an hourglass, a hammer, a sword, a 
couple of large scroll cases, what looks like a shield, 
and a censer. Some are "giant" sized and others are 
more suitable for normal sized characters and are 
probably trophies that were taken off of kills. 
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Once assembled he's actually a bit wider, from the bot- 
tom end of the spear to his finger tips on his left hand, 
than he is tall. Being resin you'll want to be extra care- 
ful when cleaning and prepping the model. A quick 
washing in soapy water will make sure that no residue 
from the casting process are left behind. I found just a 
few placed that needed to be scraped flat and this was 
easily accomplished with some careful strokes with a 
hobby knife. Don't use too much pressure when doing 
this because you don't want to dig into the model. I did 
find one tiny spot on the bottom of his clothing where 
an air pocket formed during casting but it was easily 
filled with putty and won't even be noticeably once he's 
primed. This small bit of putty work was almost insig- 
nificant in my mind considering that I've recently, well 
in the past year, assembled an all-metal GW giant, and 4 
it needed (well, still needs because I've not finished 
prepping the model) putty work on pretty much each 
and every joint. The right hand fit onto the wrist stump 
with a male/female joint and while you could pin the 
joint I have not attempted to drill into resin and will 
probably just use some epoxy to join the two pieces and 
leave it at that. 


My only sticking point with the figure is that the shaft 
of the spear seems to thin out a bit the closer you get to 
the hand that's holding it. I bet that if he was a standard 
human-sized figure it wouldn't even be noticeably, but 
being as large as he is I was able to see a bit of a differ- 
ence. Ona second, and third, close look over the whole 
spear it looks a bit like the leather strapping and orna- 
mentation towards the bottom of the shaft might be 
making the center part, where the hand is, look a bit 
thinner. I guess I could get out some micro-callipers to 
verify this, but I'll pass and just admire the whole 
model. 


The model is simply awesome and the only modifica- 
tion that I plan is to mount him on a 3" round base. 
Any GM would be glad to unleash his wrath on a group 
of adventurers and it truly fits into the "mangificent" 
Magnificent Egos line of figure. As far as I'm con- 
cerned, bring on more big creatures like this! 


MEO1028 Constantine 

Sculpted by Dennis Mize 

$5.99 

This four-piece model depicts a cigar chomping arcan- 
ist who’s name will certainly make you think of Keanu 
Reeves’ character in the movie that bears the name of 
this figure. The two larger parts of the model, upper 
and lower torso, fit together at a smooth joint that really 
doesn’t need to be pinned but you could easily do so if 
you wish. His right hand fits on to another flat joint at 
the wrist and was not a problem either. His left arm fits 
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via another flat joint and the whole assembly process 
was quite easy even without the male/female joints that 
you might usually expect. Each piece did need some 
cleaning, but nothing outrageous. The name is really 
the only place where the figure resembles Keanu Ree 
ves’ as his face/head bears longer hair along with a 
moustache and goatee. 


Constantine is decked 
out with lots of gear to 
fight nasty beasts from 
the netherworld. 
There are several 
pouches on his belt to 
go along with stakes 
and vials that look like 
small grenades, maybe 
filled with holy water. 
Several medallions 
hang from around his 
neck including a cres- 
cent, a star and a 
round one that has 
been sculpted with tiny runes on it that can be made 
more visible with some easy drybrushing. His great- 
coat billows out from the waist and each cuff ends in 
more magical glyphs that have been sculpted on as part 
of the model for easy painting. The cigar in his left 
hand is clearly visible a nd ads some more character to 
the model. 


This figure has a lot of potential across many genres. 
Sure, used in a fantasy setting as a warlock would be 
great but he could also find work in a Call of Cthulhu 
game or a modern or even near-future game that has 
fantastic elements to it. 


MEO1080 Maxminimus 

Sculpted by Bobby Jackson 

$7.99 

This model is impressive if for its variations if nothing 
else. In fact it’s impressive enough that I want to have 
more than one of these just because I like more than 
one of the possible configurations that you can make 
from the pieces provided. In total, there are eleven 
metal parts and one plastic slotta base. Of the metal 
parts, you have a torso, two different heads, two left 
arms (one for use with an ornate dragonscale shield, the 
other for use with the spiked chain), and two right 
hands (one carrying a huge double bladed axe, and the 
other holding a spiked chain). You also have a shield, 
an extra sword (in its sheath) a recurve bow (with an 
attached quiver), and a cape. So of these pieces, you 
can use as few as five or as many as seven in a variety 
of combinations, and of course I happen to like several 
of the possible combinations. All of the pieces use ball 


in socket joints, so it all goes together easily and the 
joints are plenty firm once glued. There are very few 
spots on the model that are not covered with great look- 
ing detail, even the blades of the axe have what might 
be death masks carved in them. Flash and mold lines 
simply don’t exist on the model, though four of the 
pieces come attached to a sprue. For overall looks, this 
model gets my [Clay’s] vote for the best model this 
issue. 


MEO4002 Ssyryss, Naga Keeper of Secrets 

Sculpted by Clint Staples 

$15.99 

I like this model because it forms its own base without 
the need of mounting it on an additional base. The fig- 
ure is a three piece solid cast model. The bottom two 
coils of the Naga is the first piece, then comes the 
raised neck and head and the final piece is the small 
end of the tail. All the pieces fit together with small 
pins and there is plenty of metal on metal contact, so 
the joints are solid. There was essentially zero flash on 
the model, or excess metal of any kind, and I couldn’t 
even discern any mold lines. It’s a very clean model, 
and easy to get together. Not only that, but with the 
exception of the face (that’s worth putting in a little 
extra time I think) the model 
should paint up pretty quickly 
too. In the end, Ssyryss stands 
a bit over an inch and a half tall 
and is about an inch and a quar- 
ter in diameter, so if you decide 
to put her on a base, don’t use a 
small one. 


MEO3021 Living Spell 
Sculpted by Gael Goumon 
$6.99 

I have to admit, this is not a 
model you are going to see eve- 
tyday (I just love seeing what 
Magnificent Egos comes up 


with every month). They call this one a Living Spell, 
but I can think of a variety of uses this thing would be 
good for in most any RPG game. Heck, you could 
even use it as a detonating smoke grenade in a modern 
or Sci-Fi game. In any case, it is a single pieces solid 
cast resin model with no base. There were no lines, or 
for that matter, there was no clean up of any kind re- 
quired, so it comes ready to take a paint brush as it is. 
Roughly, the dimensions on this thing are one inch by 
two inches of table space and it stands about an inch 
tall. This just may be another one that you are going to 
want to buy in batches of three or four. 


MEO1048 Rahl, Dwarven Paladin in Steam 
Powered Armor w/ Dire Boar 
Sculpted by Clint Staples 
$24.99 
This guy is a real hoot. Not only do we have here a 
Dwarven Paladin, a rarity to be sure, but he also has 
enough faith in his deity to strap on a steam plant to his 
back and carry it into harms way. That’s a dwarf for 
you. Looking at the picture and the entry on the web 
page, you might ask “why is this model so expensive?’, 
well the answer is that there is a whole lot more lead 
here than meets the eye, as this package is actually two 
complete and separate models. The Picture shows ol’e 
Rahl on foot with his trusty steam powered axe at the 
ready, the other four fifths of the model includes Rahl 
mounted on a great big Dire Boar, again with his axe (I 
have no idea what the axe uses the steam power for 
unless it’s a steam whistle at the top). There are a total 
of nine solid cast metal pieces with this model, and one 
square plastic slotta base come for the pose of him on 
foot. Three of them make the Dire Boar (which ac- 
counts for over 60% of the total metal). Then you have 
Rahl, one on foot and the other to mount the boar, and 
an axe for each. The last two pieces are swords (one 
for each of the two poses). These last are optional and 
can be attached wherever you like. The boar is heavily 
armored, and to me, the best part of the model with all 


its intricate detail. Flash and mold lines though present 


were mild, and easy to clean up, and there are no weak 
joints on the model though you may have to straighten 
a chimney or two.. This is a model with enough detail 
and unusualness to it that it would be a good candidate 
for a painting contest. 


MEO1056 Ses Dragonschilde 
Sculpted by Gael Goumon 
$6.99 

This lady (dare I call her the 
dragon lady?) is a pretty good 
match for a previous model 
from Magnificent Egos 
‘Balthazar, Half-dragon Pala- 
din’ [MEO1020]. This one is a 
bit smaller, no wings, and... oh” 
yeah, she’s a female archer. 
This happens to be a theme I 
really like, and I hope ME con- 
tinues down this road. Ses is a two piece model, with 
the only thing that does not come attached is her head. 
She also comes with a square plastic slotta base. The 
only joint on the model is between her head and body, 
and here there is a nice post that aligns the head and 
makes for a very solid joint. The detail on her is top of 
the line stuff that is very fine but at the same time very 
distinct. The bow appears to be slender enough to be 
easily bendable, but it actually has a surprising rigidity 
to it and I did not have to straighten mine at all. Not 
only that, but there was virtually no mold lines or ex- 
cess metal on her of any kind, a very clean crisp model. & 
This is a great model and I’m hoping to see more fig- 
ures along this line. 


MEO1052 Tyanta, Mistress of Ravens 

Sculpted by Dennis Mize 

$6.99 

As is so often the case, here is another Magnificent 
Egos unique creation. This model comes in four 
pieces, and a square plastic slotta base is included. 
Three of the pieces are actually nothing but clouds of 
ravens, so for some reason you liked the model without 
the ravens, or wanted to use the ravens for something 
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else, then those options 
are left open to you. 
The three groups of 
ravens are designed to 
be around her feet, and 
one near each of her 
open hands, giving the 
illusion that they are 
actually carrying her 
through the air. This 
illusion is reinforced by 
the fact that her wispy 
clothes billow around 
her and her bare legs 
and feet are off the 
ground. The detail on 
this model as you might 
guess is very fine with 
lots of interior curves and that evidently led to a certain 
amount of flash being present, and it was something of 
a challenge to clean off. The raven groups surprisingly 
had no flash at all. And mold lines were nowhere to be 
found on any of the pieces. This is a cool model cus- 
tom ordered to be a special character. 


MEO1101 Quytled, Planeswalker 

Sculpted by Sandra Garrity 

$7.99 

This model brings to mind the Illithid, or Mind Flayer, 
of Dungeons and Dragons, and it is probably the best 
model of those infamous creatures that I’ve seen. The 
model comes in four solid cast 
metal pieces, three of which 
rather small and are mounted on 
a sprue. Two of the small 
pieces are his hands, while the 
third is the mouth tentacles. All 
three fit into small holes in the 
main torso with posts and are 
very firm after gluing. The 
piece then mounts into a square 
plastic slotta base which also 
included. The is a huge amount 
of detail work that covers this 
models armor and attire. I 
could detect no mold lines on 
the model, and there were only a few errant slivers of 
metal, and of course the sprue, to be removed to have 
him up and ready to go. My characters have always 
had bad luck with these creatures, so I have to admit I 
get the willies just handling this thing. For D&D en- 
thusiasts, I think this model you are going to want, but 
just don’t use it when my characters are around. 


Reviews by Mark Theurer and 
Clay Richmond 


In May Reaper Miniatures opens its doors wide for a 3- 
day weekend to give miniature enthusiasts the opportu- 
nity to visit their facility, play lots of games and meet 
the painters and sculptors whose work they’ve admired 
for years. This year, I made the trek (actually, Reaper 
Miniatures is only about 40 minutes from my house) to 
ReaperCon and took bunches of pictures and wanted to 
share my time there with you. 
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After a quick look around the store I made my way 
through the downstairs portion of the facility and 
Housed in somewhat of a small industrial complex, in gawked at all of the gorgeous painted miniatures. 

an otherwise fairly rural area, Reaper Miniatures finds r 
itself near the Denton County offices of Emergency 
Management. Good to know that if something goes 
horribly wrong the authorities are right there! There 
are two main doors to enter Reaper. 
Both are fairly plain, the other is the 
entrance to the Reaper Asylum store, 
but maybe that’s done to hide all of the 
goodness that resides within. 


After picking up my badge I made my 
way to the Asylum and found that it 
had not only rows and rows and rows 
of miniatures, which you’d probably 
expect, but it was also set up to accom- 
modate the players in a Warlord tour- 
nament. 
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Innovative tabletop Wargaming. 


1 


‘fraction of the co st 


: Fantasy Warfare is a point-based table-top tactical wargame in 
which units are represented by eards instead of a collection of models. We bring 


flanki 


convenient package for a fi 


and intricate maneuvering of a great wargame in a 
ction of the cost. 


you all the c! 


y, includd 


‘er gives you all the cards you need to play with that arm: 
1 Command Deck and two quick-reference cards. 
e you fifty unit cards, including two not found in 
ign horizons. 


teen units, a thirty 
Army Reinforcement de 
the Starter, to expand your 


Whether you choose to play the brave and well-trained Men of Hawkshold, the 
azed Ores, or the relentless forces of the Undead, Battleground: Fantasy 
Warfare offers you an incredible range of ways to outmaneuver and defeat your 


battle- 


Ww W.yourmovegamesicom | 


: ' opponents. 
; Py W006 Vodbysrave Gamah All Rights Restrved 


The Tour 

Bryan Stiltz, who is also in charge of putting together 
Reaper’s Casket Works magazine and catalog, was 
good enough to give tours of the Reaper facility and I 
tagged along on one of them to take some pics and get 
some inside information. 


Our first stop (right) was where the greens get sent for 
final preparation before master molds are made. Yes, 
the picture is kind of dark, sorry! Some sculptors send 
in figures that will end up as multi-piece models in 
multiples pieces, but if not this is where that process 
takes place. Sawing them apart with a jewelers saw, 
and a very steady hand, and a final cleaning gets them 
ready to make masters. 


The process of making a master mold starts with one 
green and ends up with a round mold of maybe a dozen 
perfect, or as close to perfect as they can get, copies. 
This part of the figure-making process is vitally impor- 
tant because any defect that either gets through or is 
created at this point could ruin production plans that 
have been in place for quite a while. I can only imag- 
ine how stressful of a job it is because there’s really no 
room for error. 


I’ve gone ahead and cut off Bryan’s head (bottom left) 
as he show us how a production mold fits together per- 
fectly to insure that the two halves are not off by even a 
millimeter. While there are thousands of production 
molds on site (duh, for doing day to day casting) many 
of the masters (what, not all!?!) of the master molds are 
kept locked away in a secret location. 


Bryan then leads us on to where the magic happens! 
No, get your mind out of the gutter! Not that kind of 
magic. The casting lines are where bars of metal 


(Reaper’s own secret recipe!) are turned into little war- 
riors and monsters for us to paint and play with. 


There are multiple casting “lines” at Reaper and they 
all pretty much look the same with one rack one the left 
that angles down towards the spin caster and another 
rack on the right that angles down away from the spin 
caster. To one side of the spin caster, in the middle, 
there is a pot where the bars of metal are melted down 
and kept hot, hot, hot! Ok, so the method to this Rube 
Goldberg looking contraption (I swear it looks right out 
of the kid’s boardgame Mousetrap) is that a line of pro- 
duction molds are put on the left side and as one is used 
the next one slides right into reach to eliminate the 
caster walking to get it. Once a mold is spun, taking 
just a few seconds, it is put on the right side where it 
slides down to cool and then we can go around and 
around and around casting and sliding, casting and slid- 
ing. Heavy leather gloves help keep you from getting a 
nice metal coating on your fingers in case you slip and 
touch the molten metal a fan certainly can’t hurt as I 
bet it will get quite warm in there with several lines 
going at once all with pots full of hot molten metal. 


Below Bryan pulls out the finished casting and as you 
can see there are many duplicates, in this case Baron 


S1 


LeBone, (Oh, we also learned that Bryan has a mutant 
ability that allows him to immediately recall the stock 
number of any and all Reaper miniatures. It’s a good 
thing that he works at Reaper and not somewhere like 
Microsoft where that ability would do him no good 
whatsoever!) all attached to a larger piece of metal at 
the center of the casting. Each figure is broken off the 
center piece and is quickly checked for defects. If 
there’s anything that can be immediately detected as 
being wrong with the figure, back in the pot you go! 
The larger center piece is also tossed (no, carefully 
placed would be more correct) back in the pot and 
melted down to get another run in the spin caster. 


— as 


Above you can see Bryan telling me that one more wise 
crack about his special mutant ability and in the pot I 
go! Actually, I asked if they use the same size ladle for 
all of the molds and he was showing us where the dif- 
ferent size ladles are. Larger ones for big molds with, 
you guessed it, big parts and smaller ones for stuff like 
familiars and other tiny guys. 


Once a big batch of figures has been cast they are sent 
to a more formal quality control area where they are 
inspected by someone who’s not also handling molten 
metal at the same time. Just like before, any one that is 


found to have something wrong with it gets sent back 
to the pot to be turned into something else. This has to 
account for you hardly ever getting a mis-cast piece in 
a Reaper blister. 


Our last stop on the production tour was the packaging 


area, which is also affectionately knows as the “Wheel 


of Pain”. This is where all the bits for a particular blis- 
ter including its base and data card, if any, are put into 
a plastic shell and one of the familiar Reaper card back- 
ings are put into place. The whole contraption then 
rotates and seals the card to the plastic shell. There are 
usually 2-3 people working at the same time on one 
“wheel” and normal output is around 200 blisters per 
person per hour. Assuming for a second that I could 
work at that same rate of speed (I doubt that I could) 
that would result in 1600 blisters (not just miniature, 
but blisters that could have several figures in each one) 
in an eight hour day. No wonder Reaper ships millions 
of figures each year! 


Many thanks to Bryan for showing us around and 
Reaper for opening its doors in the first place. The rest 


Below (bottom-left) you can see one of the many paint- 
ing clinics that took place over the course of the week- 
end. In this one, Miss Anne Foerster, painter extraordi- 
naire, is teaching a class where everyone is painting a 
dragon. The opportunity to get tips from masters 
(mistresses) such as Anne is reason enough for many 
people to make the trip to ReaperCon. 


Eventually, I made my way upstairs to where a verita- 
ble gold mine of painting and sculpting talent was at 
work. Reaper flies in top talent from around the world 
and just lets them do their thing. 


Above we have, from left to right, Bob Ridolfi, Julie 
Guthrie and Bobby Jackson all working on various 
miniatures. Here’s another view of Bobby’s workspace 
where he’s sculpting 
away like a madman. 
He handed me the one 
he was working on to 
get a closer look at it 
Gana I nearly had a heart 
attack. You see, Bobby 
sometimes sculpts fig- 
ures that will end up in 
two pieces (upper and 
lower torso) with a 
small hinge between the 
two parts but still has 
*2 the whole figure mounted for sculpting. 
» Well, I didn’t know this and when the 


In all honesty, I did spend most of my 
time upstairs talking with the sculptors 
and did not do justice to the painters that 
were up there too. I just got enthralled 
with the sculpting that was going on and 
found myself immersed in conversations 
. with them. I found them to be very 
friendly, open and willing to answer 
whatever questions I had even though 
they’ve probably all heard them a hun- 


dred times before. They also indicated that Reaper fly- 
ing them all in (you'll certainly recognize the rest of the 
names below) to talk and work together is really a rar- 
ity in the industry and they have a great deal of camara- 
derie and personal and professional respect for one an- 
other. They see these get-togethers as an opportunity to 
learn from each other and then they all get better. I 
also discovered that many of them do a considerable 
amount of work in the regular toy industry, but obvi- 
ously they have much less freedom over the final out- 
put of whatever they are working on. the master for the production molds and he was using it 
to create another figure. 


Gene Van Horne (left) and Jason Weibe (right) were 
also there working away diligently. Again, these were 
some of the nicest people to meet. All are very humble 
and there was not an overblown ego in the room. Just 
' watching them work gave me even more appreciation 
for the small works of art that we play with all of the 
time. 


4 Before leaving I talked briefly with Ron Hawkins and 
found out that about 150 people registered to come to 
ReaperCon this year. I wish I could have stayed longer 
and played a bit, but maybe next year I'll be able to 


Above we have Werner Klocke and Sandra Garrity work it out to be able to run an event there. 
(yes, she’s working on a dragon) slaving away. Werner 
was using an older model to create a new one. The Written by Mark Theurer 


green had not been destroyed in the process of creating 


WHERE CAN YOU BUY OUR COOL TOYS? 

Well obviously from us direct (!) but in the last few 
months the amount of Worldwide HF retail outlets 

has been growing steadily & we now have retailers in 

7 gs Australia, Austria, Canada, France, Germany, Japan, 

Poland, Spain, UK.& USA. 
There isa retailers page on our website with the full listings 
& where they are. 


Just copy the following url 
www. hasslefreeminiatures.co.uk/links.ohy 


And what about th 
super cool guy on the right? 


ns Available in a Limited resin run from 12th June 
‘ 2006 and in whitemetal in July 2006 


Sculpted by Tom Meier, he is an 


awesome figure with amazing detail 
and an excellent addition to our range. 
30mm to eye level but perfect as the Captain 
in our growing range of space pirates & aliens. 


More details on our website & Forum 
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Last month, we talked in depth 
about the Forsaken. This 
month, we are going to focus on 
their nemesis in GENESIS, the 
Dragyri. But, before we get to 
that, I want to stress one thing; 
no two armies play alike in 
Dark Age. Every army has it 
own composition and play style. 
So forget everything you 
learned about the a ae 
because what you know about 
them will not apply to the 
Dragyri. 


of what was once t 


races, the K’tarl 


A briefing on the Dark Age gaming 
system by Dean E Woodard 
Art by Jason Chang 
small force of Alteghran slaves 
with them to make sure that only 
worthy opponents will get to 
fight the K’tarl. This is built into 
the rules: You must field at least 3 
Alteghrans for each  K’tarl 

warrior. rs 


here have been 


‘this planet's 
as balanced as 


Trueborn 
es to break 


the numerous _ 


- 


the slaves 


‘The Alteghran slaves, while cheap 
to field, serve an important 
purpose, because each of them 
will provide their master with 
valuable gang up bonuses, 
making their that much 
easier to hit by the time the K’tarl 
engages. = 


' There are 3 types of Alteghran 


slaves; Spearslaves being the most 
numerous, Slingslaves for short 
range attacks and Shardslaves 
who can infiltrate and lay some 
nasty crystal minefields to hinder 
their opponents’ advance. 


The Truevory 


There are numerous choices 


when it comes to fielding K'tarl 
trueborns. At the top of the list is 
Luckkit’kaii, the Arbiter of Fate, 
the absolute biggest and baddest 


Named the 
Arbiter of Fate 
because of 
his incredible 
faculty for 
tactics, 
Luckkit-kaii | 
has led the Ice 
Caste for nearly two 
decades. His lack of Focus 
fy abilities has not lessened his 
effectiveness as the leader of his 
caste, and he is as formidable a 
warrior as any that possesses the 
additional advantage of Focus 


skills. This master of combat is 


capable of hitting multiple 
targets simultaneously with his 
Great Axe, causing massive 
amounts of damage. 


Soul Warden is also a must in 
medium size games. Not only is 
he equipped with deadly fo 1e 
is the sole means to gi 

ability to field the 
Elemental, a walki 
naut that can lay we 
to anyone who dares 
to stay in his path. 


“a 


Continuing with the Trueborn 
options, are Frostbite (whom you 
met in Harbinger Issue #24) and 
Blizzard. These two units can be 
summed up as Power and Fury 
respectively. Frostbite with their 
enormous double-headed axes 
follow their Arbiter closely in 
brute strength and sheer 
stopping power. Whereas the 
Blizzard exhibit near 
4 reckless fervour as they 
launch themselves at their foe, 
twin hand-axes a flurry of ice- 
sharp death. Much of their 
combat strategy relies upon 
putting their adversaries on 
the defensive without relent. 
‘The Blizzard are more lightly 
armored than many other 
Trueborn warrior classes, 
valuing speed over protection. 


Soul Searchers, Wail and Tempest 
make up the core of the Dragyri 
Ice Caste arsenal. gs 

With ‘ 
the *° 
Soul 
Searchers being” 
the most 
abundant. \ 
Double-headed 
naginata, 
crystal-encrusted 
whip or 2 
man-catcher, 
take your 
pick! \ 


While the Trueborn do prefer 
close combat, there are a couple 
of units that 
you can field 
that can 
provide 
you with 
range 
combat 
capabilities, 
and they area 
force to be 
reckoned in oN 
their own right. <> 
‘The Soul v 
Splitter 
has one 
of the 
longest ranges 

in the game, their massive cross- 
bow is capable of shooting up to 
50cm away and the possibility to 


_ pierce through a target and hit 
- what is behind it. The Shadow 


i) 


Walkers’ throwing shield has a 
much shorter range, but their 
Shadowstep ability allows them 
to get close to their prey. 


‘There are 18 different 
uiiits/characters in the Dragyri 
Ice Caste arsenal. You will have 
an abundance of choices when 
playing a small game. The combi- 
nations are endless. As you build 
your army, you will develop your 
own favorite units and tactics. 


Next time; the Skarrd! 


; 
FANTIZATION tener 
E eiibelpmmalinite 


SRAGON BLOOD 
AAINIATORES 


80 MANY NEW RELEASES tHis i8 ALL WE HAVE ROOM 
FOR. S8toP BY OUR SITE ATO CHECK THEM ALL OUt. 


ORDER|TOLU FREE INTHE US & CANADA MCF 8-0 PST:1:866-GET-FIGS (438:3447). 


PRIVATEER PRESS 


This issue I had the opportunity to pick the brain of 
Matt Wilson of Privateer Press and you can see the re- 
sults of our conversation below. Enjoy! 


1) Privateer Press started out producing adventures 
for D&D 3rd edition. Was it part of the plan way 
back then to be where you are today with War- 
machine, and your miniatures rather than rpg 
material, becoming the hot commodity that it is? 


The RPG is still one of the best selling settings on the 
market today, despite our methodical release pace. But 
the truth is, miniatures games and RPGs don't share a 
common business model, and the market for miniatures 
is vastly greater. In the beginning, we really didn't have 
a plan. We had some time and wanted to conduct an 
experiment to see whether or not a high quality product 
would do well on its own merits. One thing lead to an- 
other, and we realized that we could make miniatures to 
the same level we were making the RPG books, and 
that they might enjoy a similar success. Once we de- 
cided to do miniatures though, we pushed all in. 


2) How many people work at PP and in what capac- 
ity? 


We currently have about 50 crew members, with plans 
to hire about 15 more in the next 30 days or as fast as 
we can find them. Two thirds of our crew are dedi- 
cated to the production and getting the product out the 
doors. The other third handle the creation of the prod- 
ucts and the administration of the company, from 
events to customer service. Everyone who wishes to 
participates in playtesting our products to ensure they 
are as good as they can be. 


3) How far in the future is the Warmachine / Hordes 
timeline and games planned out? 


WARMACHINE is planned out a couple years ahead at 
the moment. But it's also our test bed, where we are 
constantly blazing new ground with story and game 
development, both of which go hand in hand. 
HORDES is planned out much farther by comparison, 
because we have something of a template to go by with 
our experience with WARMACHINE. It's kind of like 
the second child that gets to benefit from what the par- 
ents learned on raising their first. In general though, by 
the time you are seeing something on the shelf, or even 


57 


when we're announcing it, we've already been working 
on the product for over a year. In some cases, like 
HORDES, the concepts were in existence for over two 
years before we started serious development. 


4) Since the "Next Big Thing!" is now here in the 
form of Hordes how was did the anticipation for 
it and work on it compare to that of the initial 
Warmachine release? 


With WARMACHINE, we had to create an audience. 
We had to go out and find the people who would pay 
attention to the game. By contrast, getting the spotlight 
on HORDES has been easy. We have a great track re- 
cord with WARMACHINE now, and people are ex- 
pecting great things from HORDES. There is a huge 
amount of attention on it right now, not just from the 
player community, but right up to the distributors as 
well. That's night and day from where we started with 
WARMACHINE. But that's what three years of mak- 
ing a successful product line will earn you. 


5) How much self-induced pressure was there on PP 
to make sure that Hordes was a home-run? I 
know it's not exactly the same as a movie sequel 
or following up after a multi-platinum album (or 
maybe it is) but you set the bar pretty freakin’ 
high with Warmachine. 


Pressure? A shit load. Every day we told ourselves that 
HORDES had to measure up to WARMACHINE. And 
always, the mandate was that the two games had to be 
completely compatible. In some ways, that was easy to 

pull off, and in other ways, it was much more difficult 
than it might even appear. Making the game feel differ- 
ent but play with familiarity was a subtle challenge. 
Tweaking it too much meant it might be unapproach- 
able. Not enough meant it was derivative. And of 
course, we know that no matter what we do, we will be 
judged very harshly by critics and fans alike. So, we 
were under a great deal of pressure to make sure it 
stacked up against WARMACHINE, to be sure. 


6) Did I say "movie"? J 
Who would be your 
pick to play Soracha 
and Stryker in a 
Warmachine movie? gs 


a 


That's a fun question. 
Stryker— that dude that p 
plays Apollo on the new 
Battlestar Galactica 


(Jamie Bamber). I know I'm going to get flamed for 


that one, but I dig the series, and I think the actor does 11) Can you provide us with a brief (or lengthy) his- 
a great job of being a boy scout and a little tortured at tory of PP and its growth, struggles and tri- 
the same time, and he's young enough that by the time umphs that we might not know about? 


a movie ever got made, he might still pass for Stryker. 
Most of the information on our history has been known 
Sorshca  though...that's a for a while. Our website has a brief description of the 
tough one. If it was made company's development and I've retold it a number of 
, today, Angelina Jolie, hands times in interviews. Briefly, it started with three guys 
down. Kate Beckinsale that wanted to try and make an RPG book with high 
would also be killer. Ah, to production value, both in art and story. The rest just 
dream! = sort of grew from there. Things always moved faster 
a than we expected. For instance, during the launch of 
WARMACHINE, all of our production was out- 
jsourced. We expected to start producing ourselves, 
sometime after the first year, and grow slowly into the 
manufacturing. We didn't even have offices then. But 
. two months after the game released, we realized that 
there wasn't enough capacity in the U.S. to outsource 
the amount of miniatures we needed to manufacture, 
and we also needed to control the quality, so we imme- 
diately secured a warehouse and our first casting ma- 
chine, and hired on a skeleton crew to begin produc- 


the latest official word on it/the J 


appearing in Warmachine? 


They're in, for sure. Not sure what else 
to say, other than they'll be pleasing. 
Naturally, they introduce some new tac- 
tics and challenges. Plus, they're just go- 


ing to look killer in your army. There will be a cavalry tion. After that, we continued to grow the operation 
unit for each of the main factions, and we have plans until we were completely self sufficient, with a full 
for a lot more in future books. moldmaking staff, casting crew, packing and shipping 
department. We're still growing it—the game commu- 
8) Are there plans for any of the rpg models/ nity's growth continues to outpace us, but we're gaining 
personalities/monsters to make the jump into on it. Summer is coming though, and that will bring a 
Warmachine / Hordes or is there still a pretty new influx of people into the community. Last year, the 
definite line between the two types of games? demand for WARMACHINE quadrupled after we com- 
pleted the summer convention circuit. Who knows what 
Well, you won't see any of the RPG figures in WAR- will happen this year with both WARMACHINE and 
MACHINE or HORDES. Although, we've back- HORDES out?!!! 
tracked a couple personalities from WARMACHINE 
into the RPG line, as ‘historical’ incarnations...and we 12) What's been the biggest headache in regards to 
have something planned in an upcoming No Quarter working in the “miniatures" industry? 
that will utilize them in WARMACHINE games. This 
is a specific instance though, and not something that The pieces! There are so many little pieces. It's a lot to 
you'll see across the board with the RPG minis. keep track of. And we only have three years worth of 
catalog to keep track of. I can't imagine companies that 
9) Is the Warmachine setting pretty set with the have been in business for ten or twenty years...it's an 
four main factions plus Mercenaries or can we organizational nightmare. 
plan (and drool in anticipation) of other upcom- 
ing main factions in the future? 13) Retailers are able to purchase a terrain table for 
in-store demos. Any chance of these becoming 
We just gave four new ones!!! (See HORDES) available to everyone else or are there plans for 
PP to move into making/selling Warmachine/ 
10) The first IK rpg world book hints at a "war" Hordes specific terrain? 
book in the future. Is that still in the works 
somewhere? We are working on some partnerships for terrain mak- 
ing. Hopefully, we'll be seeing some IK specific terrain 
Possibly. We're constantly revising our RPG line to in the not-to-distant future. The demo tables are strictly 
make it what the players need and want. At some point, for demo purposes though, and won't be available for 
it is likely we'll see some material that crosses over be- general purchase. 


tween WARMACHINE and the IK RPG. 
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WARMACHINDr, 19 Kingdon, an all Shoal charac, paces 


14) When did you realize that you (Privateer Press) 
"made it"? 


When did we make it? In all seriousness though, I 
don't think I'll ever feel like we 'made it'. Even twenty 
years from now with hundreds more employees and 
dozens of games in our catalog...I think I'd still feel like 
there's so much to do it will never all get done. 


15) How much did the Iron Lich that graces the PP 
booth at conventions cost and how long did it 
take to create? Was it done in-house by the PP 
crew? 


Cost is a secret. Time...many months. It was built by 
Chris Tiemeyer, a friend of Jason Soles. Jason art di- 
rected the project out of house, and also contributed to 
some of the sculpting of the non metal parts, such as 
the hands and skull. 


16) Other than Warmachine, Hordes and RPG's, do 
you have any other gaming interests? 


Do video games count? I play a lot of those. 


17) Are there any plans to expand into a sci-fi 
miniatures game? 


We've got our hands really full right now with 
HORDES and WARMACHINE. As well, we've still 
got a long way to go before our factory is filling de- 
mand, and with the summer cons coming, we're antici- 
pating another spike in growth. So, someday we might 
do another property for Privateer, but we're going to 
make sure our current one meets its full potential first. 


18) While you can certainly play Warmachine or 
Hordes with scores, or even hundreds, of figures 
on each side of the table I think that they can be 
most accurately described as "skirmish" level 
games. Are there any plans or thoughts of a lar- 
ger scale game with smaller figures? Something 
that would allow for larger battles of epic scale. 


I disagree. The game system was created to be scalable, 
allowing great play at all levels. A skirmish game gen- 
erally only incorporates a handful of figures...maybe a 
couple dozen. But our regular games generally utilize 
50-60 minis, and more if you play at a higher level. 
Every game takes more time if you add more units— 
they have to. 


And WARMACHINE and HORDES both scale up 
smoothly without changing any rules. It's just a matter 
of how much time you want to take at a game. So, to 
answer the other part of the question—no, we're not 
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planning on producing a different scale version of the 
same game. To zoom out of the action would mean los- 
ing the most important element of the game, which is 
the relationship of the warcaster to his warjacks and 
units (or warlock to warbeast, in the case of HORDES). 


19) What's your preferred faction and how often do 
you get to actually play? 


You must remember that I have made all of the fac- 
tions, so there's no nepotism where I'm concerned. As a 
player, I prefer Cygnar and Khador becuase I like their 
military performance. For HORDES, I enjoy playing 
the Trollbloods and the Skorne...both very different. 
The Trollbloods suit an aesthetic that I really dig, but I 
love the play style of the Skorne. How often do we ac- 
tually play? Not nearly as often as I'd like. We playtest 
every week, but it doesn't leave a great deal of time for 
recreational play. We've started holding monthly events 
internally, though, and I've managed to collect Cygnar 
and Trollblood coins, as well as a HORDES Champion 
coin! So, I can back it up a little. Competition is fierce 
at our offices, though. When you're dealing with a 
group of people who spend their entire week breaking 
down the game during our playtest sessions, you get a 
very high caliber of player, and we clash like titans. But 
that's what it's all about. 


20) Iron Kingdoms MMORPG! Something similar 
to World of Warcraft, Ka-ching!!!_ Come on, 
puleeeeze! (ok, that's not really a question but 
has got to be something that was mentioned in 
your offices at least once, even in passing, and 
would be a drool-fest for everyone to read 
about!) 


If we could make it ourselves, it'd be done already, be- 
lieve me. We are actively pursuing electronic develop- 
ment for all aspects of the setting. There is a huge 
amount of interest and we have had many discussions 
with many companies. I have come to believe that 
WARMACHINE is the most played non-electronic 
game by video game developers! We get new ones 
writing to us every week. However, the video game 
industry is a tough nut to crack, and convincing the 
publishers that we are interested in to take a chance on 
a new property isn't easy. I am confident it will happen 
eventually, but even if something gelled tomorrow, it 
would be years before we'll get to play it. Which is 
good, because I know you still have miniatures to 
paint! 


Written by Mark Theurer & Matt Wilson 


Back in November 2005 I met up with the Aberrant 
Games guys at GenCon SoCal and ended up with some 
figures to review in the DEC 2005 issue of Fictional 
Reality. In MAR 2006 we presented a review of the 
rulebook and now we have a battle report for you. As 
with our Infinity battle report last issue we’ve main- 
tained having nothing but painted miniatures used in 
the game. Here’s hoping that we can continue with that 
standard. 


Well, I [Mark] need to admit something right off the 
bat. I’m cheating! Well, not in the sense that I’m using 
loaded dice or purposely forgetting to mark down dam- 
age that my troops take, but in that I’m not using all- 
Rezolution miniatures in my army. I didn’t get my 
Bishojou Senshi or Enforcer Lieutenant in time to get 
them painted and I really, really like the Foundry Street 
Violence line of figures so I decided to use one of the 
chicks with two guns for my Shootist. My Enforcer 
Lieutenant is from Warzone’s [Heartbreaker/Target/ 
Excelsior] Cartel Agents pack and my schoolgirl assas- 
sins both come from Hasslefree’s line of modern hu- 
man adventurers. My crew consists of... 


4-man strong unit of Enforcers lead by a Lieutenant 
2 Bishojou Senshi, each acting as an individual 

1 Ronin Fist 

1 Ronin Shootist 

1 Arashi 

1 Yuurie 


Astute readers will note that I’m a few points over in 
what I can use for Ronin additions to my army, but it’s 
nothing worth starting a Congressional inquiry over. 


Of course, Clay is a big cheater too, well maybe. 
Again, in trying to stick to only using painted minia- 
tures Clay started off with some Baggers. Well, long 
story made short, we had to count them as Vassals so 
he could bring his Dravani in Human Form. I was ok 
with it, especially since we're trying to play a nice 
game and also teach new players how the mechanics of 
the game work, so I figure that nobody is going to 
storm our houses while carrying torches and pitchforks. 
Of course, if he ends up at a tournament I expect that 
he’ll get the boots put to him © 


Anyway, Clay’s forces consisted of... 


4-alien strong unit of Baggers 
2-monster strong unit of Volkoda 

1 Dravani in Human Form 

2 Souless, each acting as an individual 
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¢ 1 Ronin Ghost 


The intent of this battle report is threefold... 

1. We both wanted to learn to play the game 
better. We had both read through the rules, 
but hadn’t really had any table time with 
them. 

2. To show other potential players how the 
game mechanics work and hopefully give 
some insight into the game so others can 
decide if they want to jump in too. 

3. Bash each other’s heads in! 


I [Mark] figured that I was in some trouble right off the 
bat since the main, in my mind anyway, special ability 
the Bishojou Senshi was going to be next to worthless 
against Clay’s forces. Of course, I’m speaking of the 
Misgivings ability which forces human enemies to pass 
a Nerve test to fire on these young killing machines. I 
wonder why cutting them to ribbons with a knife does- 
n’t force the same kind of test? Anyway, Clay’s Ghost 
is the only one that I’ll be able to use this ability on so 
you know that’s where they will be headed right off the 
bat. I am worried about the high armor value and Re- 
generation ability of his Baggers. I think that unit wor- 
ries me more than the Volkodas. The doggies (at least 
that’s what I’ve nicknamed them) are fast and tough in 
hand-to-hand but there are just two of them. The 
Souless have the Smoke ability which means I have to 
get very close to take shots at them but I’m not really 
playing with an army that specializes at long range 
combat so I figure I'll be up close and personal with the 
Souless anyway. 


Ok, so what about my guys? Well, you already know 
that the Bishojou Senshi will have to key in on the 
Ghost. My Enforcers will try to smash into the first 
think that gets close to them and my Arashi will try to 
press the advantage that I think I have in him being the 
only Craft user on the table. 


Since I [Clay] did not have much of an idea what was 
in store, nor do I yet have enough pieces to get much of 
a choice, there was not really thought put into the 
make-up of my army. Essentially, I used what I had. 
The only Mercenary I used was the Ghost since I 
needed SOMEONE to be able to hack. Turned out it 
wasn’t necessary, but my crystal ball failed to let me 
know that. 


We'll be playing a slightly modified Firefight scenario 
for this game. We’ll each earn one victory point for 
each 25 points of kills (up to 8 since we both have built 


400, or thereabouts, point armies) plus one point for 
each turn that our Hackers are connected to the grid, 
after the first turn of getting connected. Above you can 
see the battlefield before we deployed any troops. 


We started the game with the initial set-up rolls. For 
this roll you roll 2d6 and ad the highest REPutation of 
the models in your force. 


Well, we're starting out with a tie (at least it’s not on 
the losing end for me) so we re-roll and I win. We go 


with alternating back and forth dropping units on the 
board. Clay’s Volkoda unit sets up last since they have 
the Scout ability. They can also set up considerably 
further onto the battlefield than other troops. 


62 


rae 


am 


Y, Rezolution® is a fast‘agd Brutalemiematie miniatures game set In a Dark Tomorrow™. 
Take control of an elite gMbupefewarriors in’a-galaxy teetering’on the brink of destruction. 
Where the age old questionf*are we alone in the*universe is finally answered.. 
\ And we'll wish it wasn’t! 


Pre rPrOoN MPN PAT URE Se CoOUM BYAT 


For QuickStart Rules, Galleries, Online Community and more visit www.AberrantGames.com 


Here you can see deployment of some select troops and a final view of the entire deployment before the carnage began. 


Turn 1 The resulting rolls are lack- 
We start with the control roll. luster, at best, and the 


Modifiers Shootist doesn’t really come 
Roll Total close at all to hitting her tar- 

one point then I’d have re- 

thought the whole double- 

3 = 4 shot thing, but since I was off| 


by a considerable amount I 
think getting an extra chance 
to hit was worth it. 


Mark wins again so he can either activate one of his in- 
dividuals or crews, or force Clay to activate a particular 
individual or crew. Mark chooses to make Clay acti- 
vate his Baggers. They don’t do much but run their full 
10” around the side of the building towards Mark’s En- 
forcers. 


Clay breaths a sigh of relief 
and then activates the other 
Souless which, of course, 
charges the unlucky Shootist. 


RULE QUESTION 

Every once in a while during the game we came across 
a rule question. Some may be addressed in the Aber- 
rant Games forum, but we decided to play on and put 
them in the report in yellow boxes, like the one below. 


Does a model take a NRV test just by being charged 
by a Horrific model? The Skills and Abilities sec- 
Mark then activates his tion of the book indicates that a model must pass a 
Bishojou Senshi, and NRV test if they want to charge a Horrific model or 
she runs 12” coming up if they take damage in close combat from a HOR- 
just a bit short of Clay’s RIFIC creature. The Morale section states that you 
Ghost who is deployed need to take a Morale Test, “when a model is being 
at a terminal. attacked by or attempting to attack in close combat, 
a model that is considered Horrific . 


Next, Clay activates one 
of his Souless who runs S We went with the rule as stated in the Skills and 
up and takes cover. Mark then activates a Shootist Abilities section for the purposes of this battle re- 
which moves around the corner of the building and is port. 

close enough to shoot at a Souless, though the ugly 
creature is in hard cover. He decides to unload with 
both pistols. There are multiple modifiers to the shots. 
First, there’s a —1 for the Shootist taking two shots in- 
stead of just one. There’s another —1 for the cover that 
the Souless is behind and then there’s yet another —1 
because the alien creature moved more than 10” during 
its activation. Each of us rolls 2d6 and the Shootist ads : 
her RCA stat while the Souless ads its SAG stat. fits from ties. 


Modifiers 
Mark 4 7 
Sea = 
Modifiers 
[| 2 shots Cover | >10” | RCA | saG 


The rolls in close combat 
are similar to shooting, but 
with each model’s CCA as 
the opposing stat. In shoot- 
ing combat tied rolls go to 
the attacker, but in close 
combat the defender bene- 


6 = 
8 = 


Mark 4 4 = 5 
Clay 9 = 11 (Miss) 
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Modifiers 
CCA 


Mark 2 
Clay 3 


The Souless scores a hit, but just barely! The claws of 
the Souless do 2d6 damage, plus 1d6 for charging, and 
a 1d6 for having a BDY one over the Shootist. The 
armor of the Shootist is 2 dropping the damage back 
down to 2d6 and her BDY is 3, which is the number to 
equal or beat when rolling for damage. Clay rolls a 2, 
and a 6 and then a bonus roll of 5 [for every damage 
die that comes up a 6 you get another roll and can 
keep rolling for each 6 you get] giving the Shootist 
two wounds. First Blood to Clay! We mark two boxes 
off of the Shootist’s wound track, but this is not enough 
to cause a Fatal Damage roll. 


And the second one fires: 


Modifiers 


The Shootist takes a NRV test versus a target Combat 


number of 11 since she was wounded by a HOR- 6 5 
RIFIC model. Mark rolls an 8, with a NRV of 3 
giving him an 11, barely passing. 8 10 (Miss) 


Both are misses, which means that now there are two 
chances for the stray shots to hit the friendly Shootist. 
Mark rolls a 1 and a 6, hitting her once. The damage is 
5d6, minus her armor of 2, leaving 3d6 against her 
BDY of 3. Mark rolls a 4, 4, and a 5 (ouch!) giving 
her three more wounds, and she is barely standing but 
is quite pissed off at her so-called comrades that came 
around vending machines shooting with no regard for 
her safety. 


Mark activates his other Bishojou Senshi, and moves 
close to the unengaged Souless for a clear shot with her 
sniper pistol. Unfortunately, she misses. 


Next up is Clay and he activates his Ghost who turns 
around and unloads his submachine gun into the face of 
the Bishoujo Senshi standing there, but first he had to 
make a NRV test of 10 to be able to fire on her 
[because she has an ability called Misgiving which 
Mark goes next by activat- means that opposing human troops must pass a 
ing his Enforcers. They NRV test before making a ranged attack against 
move up close to the two her. Of course, they can bash her in the head like a 
hand: to. chand’’ combatants baby seal without a roll] as she looks on with puppy 
(the Souless and the dog eyes. He has a NRV of 3 and rolls a 10 for a total 
Shootist). Two of them of 13 easily passing, so the Ghost fires. 


have clear views to the com- 
bat and fire into it. 


Clay now goes. He activates 
his Dravani in human form, 
and she runs just up to be 
with the Baggers. 


The Senshi rolls a 2, which indicates a critical failure 
and Clay’s roll totals out to a 9. Not only has he hit the 
little girl, but if she survives the shot she is considered 

Prone after the attack due to her roll that sucked 


Modifiers very much! The Bishojou Senshi has an armor of 

Sitiueaccoe 1 and a BDY of 4, so the damage of 6d6 is re- 

duced to 5d6. Clay rolls 1, 2, 3, 4, and a 6 and 

Mark 6 5 then the bonus roll is another 1. Two wounds are 
Clay 10 12 (Miss) marked off her card and the model is laid down. 
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The first one fires: 


Mark _ activates 
his Arashi, who 
first casts “Ride 
the Storm”. His 
craft is 4 and his 
roll of 4 just 
4 makes the mini- 
mum of 8 
needed to get 
NSthe power off. 
He them flies 
#12” to a small 
building right 
on top of Clay’s 
Ghost. Since he 
was 2” away, he needed to spot the Ghost which he did 
with ease rolling a 7, and then drops “Heavenly Wrath” 
on the Ghost. 
Can a craft be used during the movement part of 
the turn AND the combat part of the turn or is it 
one Craft use per activation regardless of what it is? 


This time the target is 10, and Mark rolls a 9. Added to 
his Craft of 4 and this again is a success at 13. The 
Ghost is hit with 6d6 of damage. His armor is 2 reduc- 
ing is to 4d6, but his BDY is only 2. Mark rolls 1, 1, 3, 
and a 6 with an extra roll of 3 results in 3 wounds and 
the Ghost staggers. 


Clay activates his two Volkoda. The first charges the 
prone Bishojou Senshi and she is immediately killed 
being n a really bad position to fend off the beast. 
Since the second Volkoda could not see his target be- 
fore he moved, he didn’t get charge bonuses and cannot 
quite reach the back of the other Bishojou Senshi. 


Mark then activates his Yuurei who runs away from the 
terminal she intended to access due to the group of 
really mean looking Baggers heading her way. Since 


Clay is out of models, Mark also activates his Fist who 
follows in the footsteps of the Yuurei. 


Clay’s Thoughts on Turn 1 

Well that was interesting. The first turn of a new game 
always involves a lot of rule consultation and this was 
no exception. I did however enjoy seeing that models 
could survive hits that I at first though would be ex- 
tremely lethal. Tactically, it looks like I might have a 
problem since I deployed my Baggers and Dravani in 
the Human form with the intention of going head to 
head with Mark’s Enforcers and company. Now he has 
gone and messed me up by running the other way. See- 
ing that he can shoot me from afar, where I need to 
close, that would be a bad thing for my forces. He also 
nullified my Souless’ “Smoke” ability by closing with 
them while running away from my Baggers. Luckily 
models seem to move pretty fast in this game, so I'll 
have to see if I get there in time to help those poor 
guys. One thing I forgot to try was the “Drain” ability 
of the Souless. Oh well, I’m sure there will be another 
opportunity. 


Turn 2 
Again, we start the turn with the Control Phase and 
Clay wins this time. 


Additionally, the Shootist must take a Fatal Damage 
roll because she’s taken enough damage at the hands of 
the Souless and the Enforcers 
that she thought she was work- 
ing for. This is a simple d6 
toll. She rolls a 5 which re- 
sults in her movement, ranged 
_ combat, close combat and 
nerve all now at —2. Clay’s 
Ghost is not quite as lucky and 
after the Arashi’s barrage he 
cashes in his chips and expires. 


N Clay has Mark’s Fist activate 
\ and was surprised so see him 
move around the corner and 
throw shuriken into the hand to 
hand fighting. It turns out that 
in this game shuriken can be 
pretty nasty. 


Modifiers 


SAG | Combat 


3 11 (Hit) 


The to hit roll for the 
Fist is modified by —3 
due to him shooting, or 
throwing in this case, 
into a close combat that 
is going on. He hits the 
Souless and rolls a d3 
to determine how many 
of the throwing stars 
end up sticking into the 
alien creature. A six! 
Yes, three jagged little 
shuriken pierce it’s 
flesh. With 3d6 dam- 
age per shuriken and a 
0 Armor rating for the 
Souless results in a nice 
hefty 9d6 to toss against 

- the Souless’ Body of 4. 
Mark rolls 1, 2, 2, 3, 4, 4, 5, 6, and a 6, then for bonus 
dice he rolls a 1 and a 2. Total of five wounds scored. 
The soulless is badly wounded but still standing. Dang, 
even with the extra 2d6 it didn’t fall! 


Clay next activates his Volkoda, the first climbing the 
building to get to the Arashi on top of it. The other, 
goes after the Bishojou Senshi from the rear. First 
comes the attack on the Arashi: 


10 


doing 1 wound, but doing a single wound on a Volkoda 
does no good as the Volkoda has the Shrug It Off abil- 
ity and ignores wounds if it is only a single point of 
damage. 


Next is the attack on the Bishojou Senshi who has a 
zero CCA since she was attacked from the rear. 


Modifiers 
Total 
CCA 
0 


i 


= 7 (Push) 


Since it was a tie, there is no effect. Next Mark acti- 
vates his Enforcers and they move up and around to 
unload on the hapless Souless. The first guy has a clear 
shot at the soulless and unloads with two shots. 


Modifiers 


2 shots 


The Arashi wins 
the roll and does 
4d6 damage with 
his Lightning Fist 
Nability that has a 
penetration (which 
Putakes off Armor 
points of the de- 
fender) of 1 versus 
the Volkoda’s ar- 
mor of 2 so dam- 
age is 3d6 and the 
NBDY of the 
Volkoda 4. Mark 
rolls 3, 3, and a 4 
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The 5d6 (for each shot) go in unobstructed since the 
Souless has an armor of 0. The damage rolls were 1, 1, 
2, 2, 2, 2, 3, 3, 4, and a 5 doing only 2 wounds. Man, 
what a bunch of suck die rolls! 


The second guy also has a clear shot at the soulless and 
also takes two shots and it seems that he’s only able to 
hit his own Shootist as he misses both shots at the 
Souless. 


Next came the crew leader armed with a shotgun, and 
he lays down his shot doing 4d6 damage on the 
Souless, the rolls were 1, 2, 3, 4 so he cause only a sin- 
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gle wound. We ruled that the spray from the shotgun 
didn’t extend up to the close combat that was taking 
place on top of the service station booth. 


The next Enforcer had to shoot at the Souless that was 
still in close combat with the Shootist. He missed the 
Souless, but thankfully, also missed the Shootist who 
would have been killed by taking any more damage. 
The last Enforcer also shot at the Souless that was 


fighting the Shootist and managed to score a hit. He 
was already at —3 for shooting into the close combat so 
I took just one shot instead of two, which would have 
tacked on another -1 to my rolls. 


Modifiers 


SAG | combat 


This time he scores a hit and rolls 5d6 damage: 1, 2, 3, 
6, 6 and bonus of 2, and a 5. Since the Souless only 
had a single wound left, this is more than enough to kill 
it, and he goes down, finally! 


Clay goes next and he activates the Baggers moving 
them towards the center of the board, it looks like it 
will take at least one more turn to get them into the 
thick of it. 


Mark then activates his Shootist who turns to fire at the 
Bagger closest to him and chooses to fire both pistols. 
She hits and between the penetration 1 of the weapon 
and armor 3 of the Bagger closest to her she causes two 


3 9 (Hit) 
= 8 


B vates his hu- 


wounds, represented 
by the die in the pic- 
ture to the right. 


Clay activates the last 
Souless which charges 
an enforcer, Mark de- 
clares that the Enforcer wish to parry, which gives him 
a +2 bonus to his roll but if the Enforcer wins the com- 
bat he won’t do any damage. The Souless rolls a modi- 
fied 12 to the Enforcer’s 10 and Clay then tries his 
Drain ability. Both models make an opposed NRV roll 
and the Enforcer wins 12 to 11. Had the Souless won 
the roll it would have done one point of damage to the 
Enforcer and healed itself of a point of damage for each 
point that it won the roll by. 


Next Mark activates his remaining Bishojou Senshi 
who tries to fight off the Volkoda that tried to goose 
her. They both end up with a total of 12, which is 
about as good as I was hoping for since that results in a 
push and no damage being dealt. 


Clay next acti- 


man form Dra- 
vani and she 
moves around 
the corner be- 
hind the Bag- 
ger s and she 
takes shot at 
an Enforcer 
out in the 
open. Both 
models ended 
up with an 11 
and since ties 
go to the at- 
tacker when 
shooting — she 
scores a_ hit. 


Damage is 4d6 with a penetration of 1. The Enforcer 
has an Armor of | with a BDY of 3, so all 4d6 get 
rolled giving 1, 2, 2, and a 4 causing only a single 
wound. 


Mark then goes with his Yuurei who runs back towards 
the now abandoned terminal, he is doing a good job of 
keeping a very large building between himself and 
those Baggers. 


Lastly, Mark’s Arashi tries to fight off the Volkoda that 
is attacking him. There are no extra modifiers to the 


roll and the Arashi, again, hits the beast. The damage 


is 4d6 penetration 1. The Volkoda has an armor of 2 ¥ 


and a body of 4. The rolls are 2, 3, and a 5 causing 
only a single wound which is again ignored due to the 
Volkoda’s Shrug It Off ability. 


Clay’s Thoughts on Turn 2 
Well, my Ghost at least got off a shot before being 
fried, and it helps that it cost Mark a Bishojou Senshi to 
distract him. Mark’s missile fire is definitely taking its 
toll on me but I’m hoping to really drop the hammer 
and turn things around this next turn if I can get into 
close combat. The mechanics of the game have already 
started sinking in, and for the most part they are easy to 
follow and make good sense. I thought the Volkoda 
would eat the Arashi alive, and was sadly surprised that 
he was not the wimp I was hoping he would be. An- 
other lesson learned. 


Turn 3 
As has become par for the course now we start with the 
Control Phase. 


Modifiers rata 
otal 
Rep 


Mark | 2 10 = | 12 (Win) 
Clay 1 7 = 8 
7 


Mark wins but before we start into the good stuff and 
Clay’s wounded Bagger regenerates a wound by rolling 
a6. 


Do models in the Fatal Damage range have to roll 
each and every Control Phase or just on the one af- 
ter they take the damage that dropped them to that 
level? 


Mark decides to start the turn by activating his Enfore- 
ers; they do seem to be centered around most of atten- 
tion of the entire battle. 


The first guy to go is the bad boy with the shotgun. He 
lays down his shot pattern catching two Baggers and 
the Dravani in human form. The two Bagger s get 6d6 
worth but their armor 3 drops that to 3d6 for the first 
the rolls were: 3, 5, and 5 doing 2 wounds. For the sec- 
ond the rolls were: 3, 4, 6 and a bonus roll of 5 for 3 
wounds as well. On the Human form Davani, her ar- 
mor is only 2, but she was in the 4d6 zone, so she takes 
2d6. The rolls for her were 3 and a 5 for | wound. 


The number two enforcer decides to unload on the Dra- 
vani in the human form too. Out of four Enforcers fir- 
ing on the Baggers and the Dravani in human form I 
scored a total of only two hits on Baggers resulting in 
just a single wound. The last Enforcer is tied up with 
the Souless and it hits him and again tries to Drain, but 


fails because he sucks. Truth be told, I’ve been sucking 
far worse than Clay today. 


Clay then activated the Baggers for some pay back. 
And they all charge into hand to hand with the Enfore- 
ers. The first Bagger closes with the first Enforcer. 


a 


6 (Critical Fail) 


Oh boy! I can just tell this 
isn’t going to end well for 
the Enforcer. Normally the 
damage is 4d6 with pene- 
tration 1, but with the 
charge, higher BDY and 
the critical fail, it is now 
7d6 but the armor of 1 
drops that to 6d6. The rolls J 
against a BDY of 3 are 1, 
1, 3, 3, 5, 5 with bonus roll 
of 2 and 2 (Bagger s get to 
roll again on 5’s and 6’s). 
Since the hit was critical, 
all wounds are doubled. 
This means 8 wounds and a 
dead Enforcer. The next 
attack resulted in another 
Enforcer dead on the street. 


The final two Bagger’s 
missed due to the En- 
forcer’s being able to parry 
their attacks, but enough 
damage had been done to 
cause a morale test using 
their NRV stat. Their 
NRV is 3 (the target for 
this roll is 10), and Mark 
rolls a 6 making a total of 
9, which is a fail, the En- 
forcers are panicked and 
they flee. As they turn to 
run, they are freely at- 
tacked by the enemies that 
are in close combat with 
them. 


First the Souless swings at 
the one in front of him. He 
rolls a 4 and with a CCA of f 
3 that is a miss. Then the s 
first of two Baggers that are still engaged with Enfore- 
ers swings and rolls a 6 with a CCA of 3 scoring a hit. 
For the Damage he rolls 1, 3, 4, 5, and a bonus roll of 4 
doing 4 wounds. The Second Bagger also hits by roll- 
ing an 11 and for damage he rolls 1, 3, 3, 5 and a bonus 
roll of 3 also doing 4 wounds as well. The Enforcers 
are in bad shape. 


12 = 15 (Critical Hit) 
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Mark goes next with his Fist. The Fist does not charge, 
but rather just moves into hand to hand range of the 
nearest Bagger as this seems to avoid the necessity of 
taking a NRV when you charge Horrific creatures. 


Of course, we could be playing this com- 
pletely wrong and the intent of Horrific 
could be much tougher than we’re play- 
ing with. 


The Bagger hit the Fist for 4d6, penetration 
1 but the Armor of 3 on the Fist drops this to 
2d6. The rolls are 1, and 5 with a bonus roll 
of 4. Two wounds on the Fist. 


Clay next brings in the Dravani in human 
form, and she charges the Shootist to finish 
her off. The Dravani does 4d6 penetration 2 
plus 1d6 for the charge, and another 1d6 for 
extra BDY. Damage rolls were: 1, 1, 2, 3, 4, 
and a 4 causing 3 wounds and killing the 
Shootist. 


Mark next goes with his Arashi who is still 
fighting off the Volkoda. With 4d6 penetra- 
tion | damage against an armor of 2, he gets 
3d6. The rolls were 5, 5, and a 6 with a bo- 
nus roll of 1. Three wounds scored on the 
Volkoda. 


Clay then goes with the Volkoda. The first 
to attack is the one on the Arashi. The Ara- 
63 shi hits again and this time the damage rolls 
are: 2, 4, and 6, with a bonus roll of 5. 3 
more wounds and the Volkoda goes down. 


The second Volkoda is still attacking the 
Bishojou Senshi. It takes a big chunk out of 
the little girl resulting in damage of 4d6 but 
the difference in BDY gives the Volkoda 
another 2d6. The Armor of the Bishojou 
Senshi is 1, so the total is 5d6 versus a BDY 
of 2. The rolls were 2, 2, 2, 5, 6 with Gnaw 
ability the Volkoda rolls two bonus die that 
were 1, and 1. The Critical hit doubles the 
j wounds so we have a total of 10 wounds 
scored. The Bishojou Senshi suffers the 
same fate as her compatriot and the doggie 
chows down like she’s a bowl of Alpo. 


Mark then activates the Yuurei, who simply moves 
away from the fighting. Evidently she’s just grossed 
out after watching what happened to the Two Bishojou 
Senshi. 


The remaining Souless goes and tries to fight off the 


Fist. The Fist successfully strikes the Souless and the 
5d6 damage resulted in rolls of 1, 2, 4, 4, 5 scoring 3 
wounds and killing the Souless. The Fist then carried 
the attack, thanks to his Flurry ability, forward by 
smacking the nearest Bagger. He hits again, but since 
the Bagger has an armor of 3, the Fist only gets 2d6 
and rolls a 1 and a 4 scoring 1 wound. 


That was the end of the third turn and we call the game. 
We didn’t get to mess around with the Hacking rules at 
all, but it was still a very enjoyable game. 


Mark’s Post-Game Thoughts 

I lost 166 points of models compared to Clay’s 133 
points of dead guys. That sounds a lot closer than the 
way the board looked at the end of turn three because 
three of my models, the remaining Enforcers decided to 
take off. The Fist is tough, but I’d bet that he’d be go- 
ing down very soon as he’s surrounded by the Baggers 
and the Dravani. The Arashi could probably deal fairly 
well with the remaining Volkoda but by then the Fist 
would be dead and the remaining Dravani forces would 
be too much for him to handle. The Baggers are just 
plain tough and looking back on it now I can see that it 
was a bad decision, and probably a wrong on too, to 
count them as Vassals but it’s all Clay had painted up 
at the time so we went with it. Having the Horrific and 
Regenerate abilities means you really have to carefully 
deal with one of them at a time (if you're able) and kill 
him before moving on to the next. I say that as if you 
have the luxury of doing so, but I sure didn’t. 


Don't worry we won't tell your wife 


I liked the game a lot and while there are a bunch of 
tule exceptions, like ties being different in close com- 
bat and shooting, the learning curve was not bad at all 
and I do kind of like there being lots and lots of special 
abilities. Keeping track of them will be easier the more 
games we play but for now I did get a kick out of learn- 
ing what a lot of them do the first time we encountered 
them. Explaining to Clay that he couldn’t just shoot at 
the Senshi because he wanted to was pretty cool. 


In reviewing the game, see the March 2006 issue of 
Fictional Reality, I thought that it was a suitable re- 
placement for Necromunda and it has not failed at all in 
game play. In fact, I like how it plays much more than 
Necromunda. What it needs, and I’m confident will be 
coming sometime in the future, are more factions and a 
campaign system that allows some of your troops to get 
better as they progress through missions. 


Clay’s Post-Game Thoughts 

Wow, Baggers in close combat are wicked. Of course, 
the Dravani in human form in a she-devil herself but 
that I kind of expected. In fact, the Dravani in general 
seemed to live up to their reputation as close combat 
bad asses. The Souless seemed not to perform in close 
combat as I had hoped, but I think the “Drain” ability, 
if I could ever get it to work, would turn that around. I 
do really like the mechanics of the game, and now that 
the first game is under my belt, next time I can concen- 
trate on the army. I can see that I need to have some 
vassals around so that these more expensive models can 
operate at their full potential. There were a lot of ques- 
tion Mark and I generated that were either not an- 
swered by the rules, or they were in the rules some- 
where that we could not easily find them, but all in all, 
I really enjoyed the game. 


Played and written by Mark Theurer 
and Clay Richmond 


SIMPLY THE BEST 


REALISTIC 
FANTASY MINIATURES 


Close-up of 30mm Wood Elf Standard Bearer 


MGP 334306 Babylon 5: Sky Full of Stars 
Written by Matthew Sprange 
$34.95 


B5: Sky Full of Stars is a 
208-page hardcover volume 
for, you guessed it, Mongoose 
Publishing’s Babylon 5 
spaceship combat game. It’s 
a full color book printed on 
glossy paper. First off, what 
it’s not. It’s not a complete 
set of rules for the BS game. 
It’s also not supposed to be. 
It’s assumed that you already 
own the basic rules set when 
you pick up SFOS 


Sky Full OF Stars 


First, let me say, the book is gorgeous! Beyond gor- 
geous actually. Color shots of painted miniatures and 
stills from the television series are littered throughout 
the book. The only thing that’s not in color are the sce- 
nario maps, which are in greyscale. It would have been 
nice for these to have been in color too, but may I’m 
just being picky. 


The book starts off with a quick intro to the book and 
then gets into three pages of rule updates. With only 
three pages of changes detailed there won’t be too 
much to reset in what you already know from the basic 
A Call to Arms BS5 rules. The basics of the changes 
are... 

e Successful hits on ships are resolved with a 
1d6 chart instead of the older 2d6 one. 

e  There’s a new Vital Systems Critical Hits 
chart. 

e <A new method for calculating victory 
points is presented. 

e Crew Quality checks for Special Actions 
have been changed in what your target 
number is. 

e A few other specific rules have also been 
changed, but nothing that will require you 
to re-learn the whole game. 

The next four pages of the book give more specifics on 
these changes and then we get into rules on Space Sta- 
tions, Boarding Actions, Planetary Assaults, two spe- 
cific leaders (Captain Sheridan and War Leader 
G’Sten) and Skin Dancing. The last one is where small 
craft fly ever so close to larger ships (right next to their 
“skin”) so they can attack without the target being able 
to fire back at them. It’s a dangerous maneuver that 
only some races are allowed to attempt. 
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The next section covers the Fleet Lists and it spans 
pages twenty-five through one-hundred fifty-eight. Not 
every single ship has a color picture representing it, but 
many do and they are all very nicely painted represen- 
tations of the models. Each ship has a fluff text entry 
along with its stats. Having not watched the show 
(Yes, I know I’m a dirty heretic! I’m working on get- 
ting the DVD’s to watch so cut me some slack please.) 
I found the fleet lists very interesting and it served as 
an source of inspiration for the painting I’m going to 
have to do to get my Minbari ships painted and on the 
table. A few of the pics were a little dark, but this was 
really only with some of the pictures of the smaller 
fighter ships. Their black base seemed to wash out 
some of their colors. Each fleet lists starts with a 3- 
page section of fluff text about the race, which I found 
very good reading and helped me get a better sense of 
each race’s identity in the television series and the 
game. 


The last section of the book gives you two dozen sce- 
narios to play, which will keep you buys for some time 
to come. A basic campaign system is found in the A 
Call to Arms rules, but an expanded one ends this sec- 
tion of the book. A full color catalog ends the book 
itself, but you'll want to check out the Mongoose Pub- 
lishing (www.mongoosepublishing.com) website for an 
up to date catalog. 


While there are some new, and updated rules in the 
book the real selling point for me is the Fleet Lists. As 
a newcomer to the game it gave me a good look at all 
of the races’ ships and background. I had already 
picked out to play, and started collecting models for, 
the Centauri. Had I looked at the book first I think I 
would have gone with the Vree Conglomerate. The 
have very stereotypical flying saucer ships that seem 
very atypical in BS and that just struck me as kind of 
cool. Oh well, there’s nothing to say that I can’t build a 
second fleet. Is the book a mandatory purchase? Well, 
I think that most B5 players will certainly buy it, but 
you could play with just the rules in A Call to Arms. I 
tend to look at the book sort of like an optional system 
upgrade for your computer. You can go ahead and 
keep running “as-is” but the upgrade is going to make 
things run better. Ok, so maybe upgrading your com- 
puter OS doesn’t always go smoothly, but I think you 
get my point. Yes, the book is definitely worth picking 
up and the price is definitely right for this beautiful full 
color hardcover addition to the game. 


Review by Mark Theurer 


Xenology is not one of your 
normal game books, and in truth 
I’m not all too sure how to clas- 
sify it. It’s published by The 
Black Library , and retailing for 
$29.99, for the Warhammer 
40,000 universe, but it is not a 
game supplement. It’s more of 
a “fun” book for the 40K enthu- 
siast. What you’ll find is simply 
one hundred percent fluff (as in 
background information) tied 
together and presented in the form of a fiction novella. 
That being said, I have to say that this is some of the 
most fantastic fluff I’ve seen in a long while. The au- 
thor is Simon Spurrier and he did and amazing job with 
this book, and if he doesn’t have some kind of medical 
training in his background, he sure did a good job of 
faking it. There is a whole crew of folks that kicked in 
for the illustrations and graphics, but that would be be- 
cause nearly every one of the 96 pages in this book has 
high quality illustrations and graphics on them. The 
book itself is a soft cover full sized book with high 
quality photo finished paper throughout, as is the norm 
for 40K material. Also the norm for 40K is the liberal 
use of color illustrations and graphics to be found from 
cover to cover. The quality of these pictures, all of 
them are drawings vice photos, range from pretty good 
to really really good. Most of the pictures are grey 
scale, but you can’t flip more than a couple of pages 
without coming across a full color picture. The cost of 
the book is $29.99 USD. 


The information that I’m guessing the author wishes to 
pass to the reader is the types of primary aliens known 
to exist in the 40K universe and their physical make-up 
and possible root origins. He also does a great job of 
throwing out several tantalizing thoughts about possible 
connections between many of the races and/or their 
origins. You will become familiar with the different 
races, and perhaps even learn their mindset as well. 
Now all this is presented inside a well written story that 
has its share of intrigue, action, death, and even a sur- 
prise ending. 


The book starts with the Inquisitor Brehm Sasham be- 
ing given orders to drop everything he is doing and 
tush to a research facility on the planet Biegel-9. There 
he is to gather evidence to discredit a heretic inquisitor 
by the name of Ralei, record any information found at 
the facility, and to decommission it. He is given ten 
days to accomplish the mission. 


On arriving as the facility, he is horrified to learn that 
the facility is essentially a zoo for aliens, kept for the 
purposes of study. Seeing that the Inquisition is not in 


the habit of studying alien life forms, that is, beyond 
the cursory look at the corpses on the battlefield, keep- 
ing company with live aliens is seen a serious form of 
heresy (their motto being “thought begets heresy”). 
Sasham, being the straight shooter he is, vows to 
slaughter all the aliens and destroy the place. But the 
facility has a caretaker by the name of Darvus who is 
devastated by the thought. He has been at the facility 
for long years compiling the alien studies for the rene- 
gade Inquisitor Ralei. He feels that the destruction of 
the aliens and the facility would mean that his studies 
will end up being woefully incomplete making his 
life’s work all for naught. He sadly decides that the 
best way to get Sasham on his side (and hopefully ex- 
tend his time schedule) is to show his the value of his 
studies. He beings to kill the aliens one by one, dis- 
secting them and learning as much about their physical 
makeup as possible in the short time that he is given. 


For each dissection there is about a page of notes and 
another of graphic illustrations (even with this subject 
matter, there is little or no gore and nudity throughout 
the book). The notes concentrate on items/organs that 
are of interest and usually unique to the alien in ques- 
tion. Darvus does indeed manage to come up with 
some discoveries that may well help the Imperium to 
defeat some of the alien races, and this does stay Sa- 
sham’s hand for a time, and even intrigues him and he 
ends up spending his time between dissections combing 
through the archives kept by Ralei learning as much as 
he can about the different races, and even begins to 
identify with Ralei, or at least his quest. 


Much of what Saaham uncovers is presented in the 
book in graphical form for effect. Letters, posters, dis- 
patches etc. are all presented as if they were sitting on 
your desk. This of course leads to a variety of fonts, a 
couple of which are not too easy to read, but for the 
most part, the effect is very well done. 


All in all the book is a great read, and I give it a hardy 
thumbs up, especially for those of you that live and 
breath 40k. Just realize that you are getting the book as 
something fun to read rather than something to be used 
in the game. Also, if you’re interested in what Games 
Workshop might have in mind next for the 40k uni- 
verse, this book might give you some decent clues (hint 
hint). 


Review by Clay Richmond 


Get more time to play 


Comanche Trouble 
An Adventure for Sidewinder: Recoiled in 3 Acts 


This is the second part of the adventure, it began in Act 
I, “Wesley is a Punk” and concludes in Act III, 
“Comanche Raid”. 


Introduction 


It’s the mid-1870’s and the expansion westward is in 
full swing. Though the Civil War is over as is the Cali- 
fornia Gold Rush, there are still people streaming west- 
ward looking for opportunity in the west. 


Texas is no longer the wild Mexican colony, it’s start- 
ing to settle down — but it still has a ways to go. There 
are still outlaws, bandit gangs, hustlers, and renegade 
Indian tribes. There’s still plenty of adventure in North 
Texas; still plenty of trouble for those looking for it — 
and for those trying to avoid it. 


Comanche Trouble is an adventure in 3 acts for Side- 
winder: Recoiled. It is designed for a party of 3-5 char- 
acters of 3“ to 5" level. In this adventure, the players 
are stuck in the area of Ft. Griffin in a town called The 
Flat. 


On their first night, the party run into Vern The Punk 
Wesley, a wanted outlaw who starts a bar fight. As if 
that wasn’t enough, the next day a well-known Mexi- 
can merchant goes missing — and when he’s found, it’s 
in the middle of a rampaging war party of Comanche’s. 
What is the connection between the merchant and the 
Comanche? How does this involve the circuit-riding 
preacher? And how can the folks of The Flat defend 
themselves from an attack by Comanches while the 
soldiers of the fort are out on maneuvers? 


Act II — Where’s Tony? 


Act II picks up the day after Act I. There may be a few 
loose ends that need to be taken care of with the play- 
ers. These should be handled somewhere before Scene 
4. 


Scene 1 — That Night 


Location 
Planters Hotel, The Flat, Texas 


Dramatis Personae 
Tony DeVega 


Description 


Be sure to address how everyone is going to bed down 
after Act I. Some things to cover are: 

¢ Who is sleeping in which room? 

¢ Who is doubling up? 

e Is anyone trying to sleep lightly or keep watch? 
If anyone is trying to stay awake or sleep lightly, they 
must make a Fortitude save (DC 15) or fall into a deep 
sleep. Anyone wounded in during Act I has a -3 modi- 
fier to this saving throw. 


About 5:00 a.m. make a Listen check for anyone who is 
able to remain awake (DC 15) or sleep lightly (DC 20). 
A successful test will allow the person or persons to 
hear someone moving in the hall. If they go to investi- 
gate, they will see someone sneaking down the hall 
towards the stairs. A successful Spot check (DC 15) 
will reveal that the person is Tony DeVega. 


If anyone tries to follow Tony, they must make an op- 
posed skill test — they make a Move Silently test while 
Tony makes a Listen test. 

e If Tony wins the opposed check by 5 or more, he 
will turn quietly and put his finger to his lips. Tony 
will say he needs to heed the call of nature. A Spot 
check (DC 10) will show that Tony is dressed. 
Tony will say he’s an early riser and is heading to 
the parlor afterwards to read the paper. Tony will 
follow through on this only as long as necessary to 
loose those following him. 

If Tony wins the opposed check by less than 5, he 
will be startled and turn quickly. In his hand will be 
a Derringer. He will smile broadly when he recog- 
nizes the party and slowly put his gun away. He 
will make the same excuses as above. 

If Tony looses the opposed check, he will quietly 
move downstairs an out the front door. He will 
quickly head for the livery stable and get a horse 
and ride northward out of town. 


Scene 2 — Good Morning 


Location 
Planters Hotel, The Flat, Texas 


Dramatis Personae 


Chris Mitchum (Stage Coach Driver), David McLintok 
(Stage Coach Shotgun), Claire Collins, Parson Banks, 
Jack and Estelle Swartz. 


Description 
Mrs. Swartz knocks on everyone’s door at 6:30 to let 


HarnWorld is the ideal 
setting for your fantasy 
roleplaying campaign. 
HarnWorld contains a 
beautiful map of the 
Harnic Isles, and maps on 


ar. S98) HarnMaster is a roleplaying 
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1 character background and 
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Skills, Combat, Psionics, 
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them know that breakfast will be ready in the dining 
room at 7:00. She also sets fresh water pitchers outside 
the door along with clean towels and a fresh cake of 
soap. 


At seven, the dining table is full. If Tony was able to 
exit undisturbed, then a successful Spot check (DC 10) 
will reveal that Tony De Vega is not at the table. If no 
one in the party notices Tony’s absence then Jack 
Swartz will notice and comment. 


None of the NPC’s will have seen Tony leave. A check 
on the side of the house will reveal that Tony’s buck- 
board is still there. Tony’s room shows a bed that was 
hastily made. 


A search of the room will (Spot DC 20) will reveal a 
small empty bottle of whiskey, and a single red-tipped 
feather. A Knowledge: Indian check (DC 20) or a gen- 
eral Knowledge check (DC 30) will let the player know 
that it is a Comanche Brave’s feather. Passing the test 
by 5 or more will also reveal that such an emblem can 
be used for free passage in Comanche lands. 

e After breakfast, Chris Mitchum and David McLin- 
tok will head off to Thorp’s Blacksmith to work on. 
the stage’s axle. 

¢ Parson Banks will head to the Livery stable. 

¢ Claire will help Estelle clear the table and then the 
pair of them will go to the general store where 
Estelle saw a new bolt of gingham earlier in the 
week. 

¢ Jack will head out back to cut wood for the stove. 


Scene 3a — Broken Axle 


Location 
Thorp’s Blacksmith, The Flat, Texas 


Dramatis Personae 

Chris Mitchum (Stage Coach Driver), David McLintok 
(Stage Coach Shotgun), James Luther “JL” Thorp 
(Blacksmith), Timothy “Timmy” O’Lochlann 
(Assistant). 


Description 


Cursing and hammering are the sounds that 
great you as you approach the Blacksmith shop. In 
front of the smithy, you see the Blacksmith and his 
assistant, as evidenced by their soot-covered faces, 
straining with a pry bar to get stage’s wheel off the 
axle. Chris and David are straining to hold the stage 
still and on its blocks to keep it from coming loose. 
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A loud crack and the wheel is free, bringing 
half the axle with it. As the blacksmith and his as- 
sistance roll the wheel into the smithy, Chris and 
David turn your way. 


Speaking with the folks here will reveal that the stage 
should be fixed in a couple of hours. Chris hopes to be 
able to leave right after lunch. 


JL Thorp will come out when the party is talking to 
Chris and David and he’ll say that he could use some 
help. If there are any Strong characters, he'll ask if they 
can join in. If a character agrees to help, then they’ll be 
sent in to help Timmy. Timmy is a good worker and 
he’ll get the character to help him. Timmy will strike 
up a conversation with the party member and in the 
course of that conversation, he will: 

¢ Inquire about Claire Collins 

e He’s seen a tall Indian around town at night; he 

doesn’t like it. 

¢ Relate how he doesn’t trust the Comanche. 
Timmy is a good NPC ally that should come into play 
in Act III. 


Scene 3b — Haverty’s Livery Stable 


Location 
Haverty’s Livery Stable, The Flat, Texas 


Dramatis Personae 
Pete Haverty, Henry Sixkiller. 


Description 


Henry is sitting out on the corral fence oiling the stage- 
coach tack while Pete is in his office. There are five 
horses in the corral, one of which might be one of the 
players. There’s nothing much going on here. 


Henry recognizes the party from last night’s adventure 
and will strike up a conversation. He’s convinced that, 
if Wesley is not dead, that he’ll hang. He’s rather ex- 
cited about a public hanging since the last one was over 
a year ago. Henry will wonder if the Parson will give 
the last rites. If the player’s inquire, Henry will re- 
spond: 


That Parson Banks is quite a rider. He came by 
and rented the same palomino this morning that he 
rented last night. He mounted up and took off south- 
ward again. Funny quiet kinda guy — not like any 
Parson I’ve ever met before. 


Pete Haverty will have some more info on the Parson — 
his full name and his signature as well as the fact that 


he asked for water and food for a day’s ride. Pete does- 
n’t have this, but he said Estelle Swartz could fix him 


up. 


If anyone checks, the will discover that one of Tony’s 
two horses is missing. Pete doesn’t’ know anything 
about it — the missing horse was in the stable last night. 


Interlude 


For the next few hours, nothing of interest will happen. 
This is good time to throw out some red herrings or 
indulge the party in exploring the town. Some possible 
events are: 
e The Sheriff returns after delivering Soaring Eagle 
to the Comanches. 
¢ Clair Collins and Estelle Swartz meet up with the 
party on the way back to the hotel. 
¢ Chris Mitchum will arrive at the hotel to say that 
the Stage will be ready to load at one o’clock. 
¢ Timmy will be finished with his work that needs 
help and will let the PC return to his friends. 


Scene 4— The Parson Returns 


Location 
Outside the Jail, The Flat, Texas 


Dramatis Personae 


Parson Banks, Sheriff Cruger, Maynard Mansfield, and 
Tony De Vega (deceased). 


Description 

If the party is on Fort road, have them make a Spot 
check (DC 15). If they succeed they see a man on a 
horse leading a second horse. If someone passes the 
check by 5 or more, then they can make out that the 
rider is the Parson on the Palomino and it looks like 
there’s a body draped over the second horse. 


It will take about five minutes for the Parson to make it 
to town. Indeed, the horse he is leading is Tony De 
Vega’s and it is Tony that is draped over the saddle. 
The Parson will not say anything but ride directly to the 
Jail. 


A small crowd has formed around the silent 
Parson and his burden. They stay a respectable dis- 
tance behind him as he rides up to the Jail. 


“Sheriff!” shouts the Parson in his gravelly 
voice, “We got trouble — and I think its Injin trou- 
ble. You better git out here.” 
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The Sheriff opens the jail door and steps out. 
He looks up at the Parson and at the body draped 
over the horse. “What happened?” he asks. 


“T found this nag just off the road south of 
town. I rode up to it and that’s when I saw this 
Mexican’s boot sticking out of the brush. He was 
dead when I found him — killed by those Godless 
heathens. His throat’s been cut.” 


The Sheriff moves up to the body and raises 
his head. “It’s Tony De Vega. Maynard, take the 
Mexican’s body to the Mortician and the horse to 
the Livery. Now, mister, can you take me to where 
you found the body?” 


The Parson will lead the Sheriff to the site — and the 
Sheriff will take along anyone who wants to go from 
the party. 


Scene Sa — Planter’s Hotel 


Location 
Planters Hotel, The Flat, Texas 


Dramatis Personae 


Chris Mitchum (Stagecoach Driver), David McLintok 
(Stagecoach Shotgun), Claire Collins, Jack and Estelle 
Swartz. 


Description 

News travels fast in The Flat, and they’ve already heard 
of the death of Tony De Vega at the Planters Hotel. 
Estelle is all broken up — she is weeping in the sitting 
area while Claire tries to console her. Jack and Chris 
are quickly moving luggage into the foyer so as to load 
the stagecoach as soon as its ready. 


The general consensus is that the stage should get 
loaded and out of town as soon as possible. No one will 
say it, but the hope is that they can get away before 
there’s any more trouble with the Indians. 
e Estelle will be talked into making sandwiches for 
the passengers so that they can head out quicker. 
¢ Claire is steely eyed — a successful Sense Motive 
(DC 20) check will reveal that she is keeping up a 
brave front and staying busy. She is the one that is 
insisting that the stage head out as soon as possi- 
ble. If anyone suggests that leaving now might be 
foolish, she will lash out at them and berate them 
for being cowards before storming off. 
e David McLintok will arrive with the fixed stage- 
coach and will start loading it. Once the stage is 
loaded, Claire and any other passengers will load 


up. Claire will be most insistent that they leave — 
and leave behind anyone who isn’t’ there. 


Scene 5b — On the South Road 


Location 
South of The Flat, Texas 


Dramatis Personae 
Parson Banks, Sheriff Cruger, Soaring Eagle. 


Description 


After about a half-hour’s ride, the Parson reins 
up. 


“Just down in that gully is where I found the 
Mexican - over by that Cottonwood tree, just off the 
trail. We better be careful, those Injin devils are 
probably just waiting for us.” 


The Sheriff stares at Parson Banks for a mo- 
ment and then spurs his mount to move down the 
hill toward the tree. 


If the party met Tony De Vega on the road in Act I, a 
successful Spot check (DC 10) will let them know that 
this is where they met him. 


The location is in a bit of a depression, with low hills 
on the north and south sides. Other than the Cotton- 
wood tree, there are a few mesquite bushes and some 
clumps of tall grass. Yes, a lovely spot for an ambush! 


At the tree, a successful Spot check (DC 10) will show 
where the body was found — the grass is trampled and 
there’s a large pool of fly-infested blood. Looking 
around the area, a successful Search, Spot or Wilder- 
ness Lore check (DC 15) will show where the grass 
was pushed down by many feet; as if a party of men 
moved through here. 


A successful Search test (DC 20) will find a freshly dug 
hole a good distance from the site where Tony’s body 
was found. In this hole are the broken remains of two 
rifle shipping crates and eight empty ammo crates. The 
crates are labeled Caracteristica del ejército de México 
(Property of the Army of Mexico). 


A successful Listen check (DC 20) will alert the party 
to a movement in the grass to the west. Soaring Eagle 
and three young braves have been observing the party 
since they arrived. 
Once the crates have 
been discovered, 
Soaring Eagle gives 
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the order to attack. 


Soaring Eagle’s party will fight until either the Parson’s 
group is driven off or until two of their number have 
been injured. Parson Banks will fight and not want to 
retreat. Sheriff Cruger will try to beat a hasty retreat. 


Scene 6 — The Stage Leaves Town 


Location 
South of The Flat, Texas 


Dramatis Personae 

Parson Banks, Sheriff Cruger, Soaring Eagle, Chris 
Mitchum (Stagecoach Driver), David McLintok 
(Stagecoach Shotgun), Claire Collins, Jack and Estelle 
Swartz. 


Description 

The stagecoach will head south from town and will rein 
up short when it encounters the survivors from 5 above. 
If no party members went with the Sheriff, then the 
Sheriff and a wounded Parson will be riding back to- 
ward town very fast. When they encounter the stage, 
the Sheriff and Parson will strongly suggest that the 
stage return to the Flat. The threat from the Indians 
ahead of the stage is too great. 


Upon hearing this, Claire will completely lose it. She 
will yell and scream to get moving. If no one will listen 
to her, she will pull her gun and try to hijack the stage. 
She will only want Chris Mitchum to drive the coach — 
leaving everyone else behind. 


Claire is desperate and will not hesitate to shoot at the 
first person that tries to rush her. In the party’s favor, 
however, is the fact that she won’t get out of the stage. 
She will have to be subdued or killed for the stage to 
turn around. 


If the party takes too long in getting the stage turned 
around, a raiding party of three Comanche braves will 
appear and attack the stage (Listen DC 20 to not be sur- 
prised). The Comanche will only harass the stage, mak- 
ing one or two passes before riding off back whence 
they came. They will take the news of the stagecoach to 
Soaring Eagle. 


Table 2 - Comanche Lance (Archaic Weapon) 
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Scene 7-— A Frightened Town 


Location 
The Flat, Texas 


Dramatis Personae 


Doctor Richard Morgan, Parson Banks, Sheriff Cruger, 
Soaring Eagle, Chris Mitchum (Stagecoach Driver), 
David McLintok (Stagecoach Shotgun), Claire Collins, 
Jack and Estelle Swartz. 


Description 
Once the party returns to The Flat, the following will 
happened: 

e If Claire is present, she will be taken to her room at 
the Planters Hotel. After the events in Scene 6, she 
will go into a catatonic state and not react. 

e Any wounded will be taken to Shannsey’s Saloon 
where Doc Morgan will see to their injuries. 

¢ The Sheriff will form a posse, lead by Deputy 
Mansfield, to ride a little ways south of town to 
watch for the Comanche. 

¢ The Sheriff will then will call a meeting of the 
towns folk outside the jail to decide what to do. 

e At the impromptu town meeting, various voices 
will be heard saying different things. 

1. When will the soldiers from Fort Griffin be back? 

2. Can we pay off the Comanche? 

3. Everyone for themselves, run for the hills! 
Things are in bad shape — the townsfolk are scared and 
they need a leader. Play up this panic and the dissolu- 
tion of order. This is where the players need to step in 
and take control. 


Billy Cruger is Sheriff, but this is a bit beyond him. 
He’ll not be able to handle the town meeting and will 
walk off into his office where he will proceed to get 
raging drunk — knowing that they are all dead if the 
Comanche do attack. 


Scene 8 — Soaring Eagle’s Ultimatum 


Location 
The Flat, Texas 


Dramatis Personae 
Doctor Richard 


Goal XP 


gun), Running Foal, Jack and Estelle Swartz. 


Description 

After sundown, when hopefully the players and the 
townsfolk have worked out some kind of plan, the 
scouts sent south of town will come riding into town at 
full gallop. They will say that a full Comanche raiding 
party is hot on their heels. 


Nothing will happen for about an hour, then one lone 
Comanche will be seen riding up the road with a white 
flag on his spear. 


In broken English, the young Comanche war- 
rior speaks: 


White men of the fort village, he me! I am 
Running Foal and I speak for the Comanche. We 
were once a great people — our numbers were as 
countless as the stars in the sky. Now we are few. 
Our old men say this is the way of things and we 
should make peace with the White man. 


Now our old men speak no more. It is Soaring 
Eagle that speaks for the Comanche. Hear his 
words! The Comanche have surrounded the fort 
Village. Before your soldiers can come to save you, 
we will make sure that the coyotes will feed well on 
everyone in this village. 


Go now and prepare for your deaths, we come 
at dawn. 


With that, Running Foal will turn and gallop away. 
Needless to say, the townsfolk will probably panic 
again. 


This ends the second act. 


Experience Awards 


Experience points are awarded for achieving certain 
goals in the scenario. The following table lists the 
goals, the experience points awarded and any special 
notes about the reward 


Table 3 - Act II XP Awards 


Notes 


Each survivor gets the XP award. 


Morgan, Parson Surviving the Adventure 2,000 
Banks, Sheriff! Subduing Claire Collins 1,000 
Cruger, Soaring Ea- 


All PC involved split the XP award. 
The PC who killed Claire. 


gle, Chris Mitchum] Killing Claire Co -200 
(Stagecoach Driver), | Raflying the Townsfolk 1,000 
David McLintok 


(Stagecoach — Shot- 
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All PC involved in rallying the townsfolk. 


Written by J Michael Tisdel 


